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GENERAL TERMS 


Ll. 


17. 
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Strongside 
Weak side 


Tight End Side 


Open Side 


"Z" (Flanker) 


“ge Close 


"X" (Split End) 


Tight-"X" 
"X" Near 


"Y" (Tight End) 


. "U" (Tight End) 


"Y" Flex 
"Y" Wide 
"Y^. Out 
Near Back 
Far Back 


Half 
H Out 


Switch 


DEFENSIVE TERMINOLOCY 
eR I LAN E, 


= The side of offensive formation having the 
two quick receivers. (2 receiver Side) 


7 The side of offensive formation away from the 
I two quick receivers. (1 receiver side) 


~ The side of offensive formation where the tight end 
remains next to his tackle or the Side of tha 


2 ick receivers in a 3 wide receiver formation. 
Has nothing to do with strengthi 


* 


> The side of offensive formation where normal 
wide receiver is split away from his tackle. 


- Refers to outside receiver on strongside of 
formation on or off the line of scrimmage or 
the receiver off the L.O.S. in slot formation. 

- "2" split 1 to 6 yds. from "y", 

- Refers to outside receiver on weakside of formation 
or the outside receiver weak in a "J-wida" formation 
or tha receiver on the L.O.S. in slot formation. 

- "X" split 1 yd. from his tackle. 

- "X" split 1 to 6 yds. from his tackle. 

- Refers to end on flanker side of formation 
whether he is on or off line Of scrimmage. 

Weakside end in slot formation. 

- Second TE in Detroit formation. 

- "Y" split 1 to 5 yards from his tackle. 

- "Y" split 7+ yards from his tackle. 

- Denotes that the Y is lined Up outside the Z. 

- The back that lines up on your side. 


- The back that lines Up away from you. 


- Denotes that the HB is lined up cutside weak tackle 
5 or more yards, 


- -Cenotes the HB is lined Vp cutsida the SE cn or. 
cff line of scrimmage. 


- Denotes that the ΗΒ & FB have lined up in each 
other's position. 


o 
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"pro" Set 


Slot Formation 


Twin Formation 
Flood 


Trips 


Unbalanced 


Motion 

Half Motion 
Fly 

Half Fly 
Peel 

Y shift 
H-Motion 


H-Fly 


Exotic ` 


Turmoil 
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A regular formation with the "2" and "yv" on the 
same sida and the "X" on the opposite side. 


A formation that has the "Z2" and "x* on the same 
side and the "Y" on the opposite side, with the 
inside strongside receiver off the L.0.s, 


A formation that has tha "Z" and "Χ” on the game 
side and the "Y" on the opposite Side, with the 
inside strongside receiver on the L.O.S. 


Formation with 3 players on or near L.O.S. on 
one side, with 2 of those players being a 
tight end (Y) and a wide receiver (2). 


Formation with 3 players on or near tha L.O.S. on 


one side, with 2 of those players being wida receivers. 


Term referring to an unbalanced line. 


Anyone moving toward the original strength of the 
formation. (toward the 2 receiver side) 


Anyone moving toward the original strength of tha 
formation but not crossing the ball. 


Anyone moving away from the original strangth of 
the formation. (away from the 2 receiver side) 


Anyone moving away from the original strength of 
the formaticn but not crossing the ball. 


Anyone moving and returning toward his original 
alignment. 


Tight End ("Y") resetting from one side to the 
other to "Change the formation strength". 


HB moving to the strongside of the formation. 
This does not "Change the formation strength". 


HB moving to the weakside of the formaticn. 
This dces not "Change the formation strength", 


À term used to describe any unusual formation 
Such as "Trips", "Double", "Detroit", etc. 
Usually a "one" back formation. 


QB takes a normal drop straight back. If no blitz, 
tna back "chops" the Defensive End and the QB 


breaks containment wide outside to the right or left. 


Line of Scrimmage 


DEFENSIVE TERMINOLOGY (continued) - General Terms 
DEFENSIVE TERMINO ee ae. ZEE σας 


36. S - Point of Attack 

37. Ei. i - Coaching Point 

38. Serch Backer - Outside linebacker on "Two" receiver side. 
39. Weak Backer - Outside king aka on “One” receiver side, 
40. Mike - Inside linebacker on goal line or 43 defense. 
41. Sam - The inside linebacker in Stack defense who is 


located on the Tight End side. 


42. Will - The inside linebacker in Stack defense who is’ 
located on the open end side. 


43. Fringe Area - Area of the field from +25 to #15 yard line. 
44. Red Area - Area of the field from *15 to *5 yard line. 
45. Goal Line - Area of the field from 55 to Goal Line. 


DEFENSIVE TERMINOLOGY (continued) 
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B. OFFENSIVE PERSONNEL 


L: "Regular" = Refers to 2 WR's, 2 Backs, and 1 ΤΕ in the game, 
2 "Detroit" f ~ Refers to 2 WR's, 2 TE's, and 1 Back in the game. 
3. "Denver 3" | ~ Refers to 3 WR's, 1 TE, and 1 Back in the game. 
4. "3" (receivers) -  Refers to 3 WR's and 2 Backs in the game. 

5. "2Y" - Refers to 2 TE's, 2 Backs, and 1 WR in the game. 
6. “Αγ” > Refers to 3 ΤΕ’ 3 and 2 Backs in the game. 

di "KC" - Refers to 2 TE's and 3 Backs in the game. 

8. "4w" - Refers to 4 WR's and 1 Back in the game. 


em 
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DEFENSIVE TERMINOLOGY (continued) 
DETENAS ING LL tais 


FRONTS 

1. 34 

2. Stack 

3. Fire 

4. Blitz 

5. 43 

6. Goal Line 
?. Mustang (42) 
8. Pony (33) 
94 Okie 

10. Gap 


J Linemen, 4 Linebackers, 4 defensive backs alignment 
no linebackers rushing vs. pass 


J Linemen, 4 Linebackers, 4 defensive backs alignment 
l linebacker rushing vs. pass (by coverage) 


J Linemen, 4 Linebackers, 4 defensive backs alignment 
2 linebackers rushing vs. pass (by call) 


3 Linemen, 4 Linebackers, 4 defensive backs alignment 
3 linebackers rushing vs. pass (both OLB & Will) 
(Note: Blitz also refers to the coverage used by 

Sam & the 4 defensive backs in this defense) 
4 Linemen, 3 Linebackers, 4 defensive backs alignemnt. 


4 Linemen, 3 Linebackers, 4 defensive backs alignment 
Special defensive package for defending +5 to goal lin: 


4 Linemen, 2 Linebackers, 5 defensive backs alignment. 
3 Linemen, 3 Linebackers, 5 defensive backs alignment. 
Varlation of Stack defense 


Variation of Stack defense 


DEFENSIVE TERMINOLOGY (continued) 


D. RUN SUPPORT ` 


l. Force Ἢ > This term describes the responsibility of meeting 
` the end run in its formative stage and making the 
tackle or forcing the cutback, or forcing the ball 

Carrier deep so that he is vulnerable to pursuit. 


2. Primary Force Man = The player responsible for forcing the end run. 


3. Secenday Force Man - The player(s) responsible for play action pass, 
(Run Pass/Play Pass) run pass, and delayed run Support. 
4.  Cutback Area > The area between the force man and the first τ 


pursuit man. 


53 Spillage - A defensive player who is responsible for the 
inside off-tackle cutback area or a deep outside 
bounce hy a running back. 


6. Sky (Safety force) ~ Coordinated end run support where the safety is 
the primary force man. 


7. Cloud (Corner force) > Coordinated end run support where the corner is 
the primary force man. 


8. Backer - Coordinated end run support where the outside 
- linebacker is the primary force man. 
9. "X" - Defensive end/cutside linebacker stunt used only 


in blitzes; the defensive end is the primary 
force man. 


10. Bounce - Technique used by primary force man to force 
E ball carrier deep and out of running lane. 
Lis Replace = Support pattern by the defensive back to replace 


the contain man if he is blocked and loses containment, 


12. Contain Man 7 Player assigned to follow football for reverse, 
boot, or cutback. 


13. Pursuit - An aggressive procedure by defensive player in 
going to the ball and stopping forward progress 

of the ball carrier. (Inside-out approach - proper 
pursuit angle) 


14. Crack - A down bleck by a flanker or Split end on a 
safety cr linebacker: 


194 Backs Strong - Both backs moving to the strong side. 


16. Backs Weak = Both Dacks moving to the weak side, 


7o 17. Split Flow - One back moving strong, while the other acces weak, 
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DEFENSIVE LINE & LINEBACKER TERMS 
----------------------------------- 5-55 


Base 


Color Call 


"Green" 


"Any Other Color" 
ex. "Blue" 


Stunts 


"Bandit" 


“Bullit” 


"George" 


"Roger" 


"Louie" 


"Ringo" 
"Lucky" 


" Ran" 


"Rip" 


19 s lam" 


Nose plays 0 technique, Ends play 4 technique, 
Call by outside linebacker to defensive end. 


Tells defensive end that outside linebacker is 
rushing. Defensive end will rush inside vs. cass. 


Tells defensive end that outside linebacker is in 


coverage. Defensive end will be contain rusher 
VS. pass. 


`$ 


Charge by defensive linemen to change their alignmen 
or assist our defense against the running game. 


Stunt between nose and inside linebacker. ILB hits 
A-gap and nose charges to far A-gap. 


Stunt between nosa and inside linebacker. ILB hits 
A-gap and nose comes around. 


Alignment by tackle in the A gap in a 4 man fronte, 


Stunt sending all defensive linemen to their right. 
(C.P.: OLB) 


Stunt sending all defensive linemen to their laft, 
E 


Stunt sending the nose to the right - A gap. 


Stunt sending the nose to the left - a gap. 


Stu. 9x-252angin^g assignments between end ir: inside 
linezacxer. End charges to B gap, inside -.lnebacker 
fills C gap cn flow to. Nose is the contain rusher 
VS. pass on the Ram side. 

Stunt, exchanging assignments between end ind inside 
Linesacker, End charges to B gap, inside l.rericker 
fills C gap on flow to, 


»tunt, exchanging assignments between end ani inside 


„linebacker. End charges to B gap, inside lDiLnezacker 


fills 2.gap on flow to. Inside linebacker is the 
contain rusher vs. pass. 


Sons. exchanging assignments between end, insite, an: 
cUtTSisce Linebacker, Eng charges to B gap, cuts.de 
Linebacker charges to C gap, and inside linebicxer 
PILLS O Bae (cutback) on flow to. Nose is tre 

ππΏτα λα rusher vs. pass on the Slam side. 
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` L. "slide" - > 4 man line alignment with center, both guards, = 
I and 1 tackle covered by defensive linemen. 
M. "Seufg” . ” Stunt between outside linebacker and end. Linebacker 
7 charges to B gap, and end plays 2 gap vs. run - 
contain rusher vs. pass. 
Ne. "X" - Stunt between outside linebacker and end (blitzes only). 
| Linebacker charges to B gap, and end works outside 
to be force man. 
4. Games - Charge by defensive linemen (and linebacker(s) at 
times) to assist our pass rush. , 
A. "Green Read" - Game between defensive end and (green) outside 
linebacker. 
B. "Flush" - 3 man line game from 4 man front. Both tackles 
charge left or right and end that síde comes 
behind and across the ball. 
C. "Loop" -~ Game between defensive end and (green) outside 
linebacker. End rushes upfield, and Linebacker 
a starts upfield and comes underneath end. 
D. "Me" ~  Tackle/end game from a 3 man or 4 man front. 
in Tackle goes lst and end comes inside behind tackle. 
E. "Ram" - j man line game from 4 man front. End and tackle 


on same side come inside. Tackle on opposite side 
comes arcund for contain. 


η 


"Sammy" - Game between end and Sam. Sam hits B-gap and end 
* Comes around. 


G. "Willy" = Game between end and Will. Will hits B-gap and end 
comes around. 


BH.  “Sink-It" >=  Tackle/end game from a 3 man or 4 man front. On snap, 
end goes Ist (inside) and tackle comes around for 
contain, 

I. "Tom" = 2 man line game from 4 man front. Strong tackle 


goes first and weak tackle comes around, 


J. "You" - Tackle/end gama from a 3 man or ἃ man front. End 
goes lst (inside) and tackle comes around for contain. 


5. 


Directlons 


"Base Call" 


^Green Left" 


"Green Right" 


"Jet" 


"Omaha" 


DEFENSIVE TERMINOLOGY (continued) - Defensive Line & Linebacker Terms 
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Huddle call alerting defensive linemen that they 
will be stunting. Listen for "Roger/Louie" call 
at L.O.S. 


Call telling line to return to their base technique. 


L.O.S. call alerting line & linebackers that the 
left outside linebacker is rushing. 


L.O.S. call alerting line 6 linebackers that the 
right outside linebacker is rushing. 


A huddle call or audible call alerting linemen and 
rushing linebacker to disregard run techniques and 
rush passer, 


Verbal alert used to call off defensive line games. 
Linemen use straight pass rush. 


10. 


DEFENSIVE TERMINOLOGY (continued) 
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LINEBACKER TERMS 
Ελλ 5----- 


i. 


2. 


17. 


1a. 


"Change" 
"Swap" 


"Area" 


"Clamp" 
(2 on 1) 


" Igloo" 


"Collapse" 


"Funnel" 


(3 on 2) 


"Banjo" 
(2 on 2) 


“Lock” 
(ο On ο} 
"Fox" 


"Bear" 


9 


"Tiger" 


"Lion" 


"Skunk" 


"Fast Read" 


"Slow Read" 


"Direct Read" 


"Up" 


Exchange of pass responsibility between an inside 
linebacker and an outside linebacker on the same side. 


Exchange of pass responsibility between inside 
linebackers. 


À zone pass defense tecanique, in which the weak 
backer and an inside backer cover the two weakside 
pass receivers. 


A man/man pass defense technique with two linebackers 
playing in/out on l receiver (back or tight end). 


A man/man zone pass defense technique, in which 2 ~ 
linebackers play man/man on a back and a receiver. 


Term referring to Sam or Strong Backer working 
weakside on 78 action. 


A man/man pass defense technique in which 3 defenders 
(usually linebackers) play 2 receivers. 


A man/màn pass defense technique with 2 linebackers 
playing man/man on two receivers based on their release. 


À man/man pass defense technique with 2 linebackers 
playing man/man on two receivers regardless cf 

their release. 

Both outside linebackers rushing. 

Both inside linebackers rushing away from tight end. 
Both inside linebackers rushing to tight end side. 

Both inside linebackers rushing straight ahead. 

Sam and outside linebacker on rushing. 

Both backs and ball going in same direction. 


ILB read. 


IL8 read. Backfield action in ccunter, split, 
delayed, zrcssing action, cr underneath tall nandling. 


ILB read. Back and ball attacking your gap. 


PASS COVERAGE TERMINOLOGY 


L; 


10. 


11. 


19. 


13. 


14. 


15. 


16. 


17. 


18. 
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"Area" 


"Banjo" 
(2 on 2) 


"Clamp" 
(2 on 1) 


"Collapse" 
"Diamond" 
"Funnel" 

(3 on 2) 
"Igloo" 
98 Iowa” 

(2 on 2) 
"toad" 

(2 on 2) 
"Lock" 

(2 on 2) 


"Raider" 


"Rainbow" 


"Robber" 
"Rover" 
"Solo" 

(2 on 1) 
"Swap" 
"Vise" 


"Wilson" 
(2 on 2) 


À zone pass defense technique in which the weak back 
and an inside linebacker cover the'2 weakside pass 
receivers. 


À man/man pass defense call telling 2 linebackers tc 
play man/man on two receivers based on their release 


À man/man pass defense technique in which 2 lineback 
play in/out on l receiver (back or tight end). 


Term referring to Sam or strong backer working 
weakside on 78 action. f 
Term referring to ILB's using a stacked alignment 
(drop) in 34 Cover 2. 


À man/man pass defense technique in which 3 defender 
(usually linebackers) play 2 receivers, 


A man/man pass defense technique in which 2 Lineback 
play man/man on a back and a receiver. 


A man/man pass defense technique with 2 defensive ba 
playing man/man on 2 receivers based on their releas 


A man/man pass defense technique with the 2 safeties 
playing man/man on a tight end and back based on 
their release. 


A man/man pass defense call telling 2 linebackers to 
Play man/man on 2 receivers regardless of their rele 


A man/man pass coverage on strongside #1 by the stro 
corner and the weak safety (2 on 81 strong). 


A strongside man/man pass coverage., The strong corn 
strong safety, and strong backer play man/man on 
receivers #1, #2, and #3, with the weak safety givin 
deep ἑ help strongside. 


Adjustment used with Cover 83 which allows the WS 
to cover center area instead of middle of field. 


A man/man pass defense term telling a designated 


safety to cover the center area. 


A man/man pass defense technique in which 2 defensiv 
backs play in/out on l receiver. 


Exchange of pass responsibility between inside lineb. 


À man/man pass coverage on weakside #2 by the weak b 
and weak safety (2 on 82 weak) 


A man/man pass defense technique with the weak safet: 
and the weak corner playing man/man on a tight end a 
back based on their release. 
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DEFENSIVE TERMINOLOGY (continued) 


~ Pass Coverage Terminolog 


TECHNIQUES RELATIVE TO PASS COVERAGE 


Le 


10. 


ll. 


12. 


13. 


Bump m 


Hard Inside Technique 


(Def. Backs) 


MI 
ED 


Hug 


Inside Technique 
(Def. Backs) 


Inside Technique 


(Linebackers) 


Jam 


Key Blitz 


Outside Technique 


Pattern Read 


Robot 


Settle Technique 


Trail Technique 


e 


δ 


Alignment in which corner or sub lines up on the 
L.O.S. vs. a wide receiver. 


À man/man pass defense technique. Defender takes 
inside position on receiver (your outside shoulder 
is at least one yard inside the inside shoulder of 
the receiver). 


A man/man pass defense technique. When a receiver 
sets up to block, che designated defender goes and 
engages that receiver so he cannot release for a 
pass or block a teammate. 


A man/man pass defense technique. Defender takes d 
inside position on receiver (your inside shoulder 
is just inside the inside shoulder of the receiver). 


A man/man pass coverage technique used by a linebacker 
with no deep help. Linebacker will be on inside 
shoulder and even with receiver as he moves downfield. 


A pass defense technique in which defender makes 
contact with recaiver within 5 yds. of L.O.S. to 
disrupt receiver's pattern. 


Technique used by outside linebacker or defensive 
back when he is responsible for covering near back 
man/man. Defender rushes, but covers near back 
man/man if the back releases his side on pass route. 


À man/man pass defense technique. Defender takes 
outside position on receiver (your inside foot splits 
the receiver's stance). 


Alignment in which corner cr sub lines up in normal 
position vs. 3 wide receiver. 


A zone pass defense technique used by the underneath 
coverage. Underneath defenders will react to 
receiver's routes based on pattern recognition. 


A pass defense technique used by Sam to cover the 
flow pass. 


Coverage technique used by defender where he waits 
as the receiver approaches and then jams him to 
disrupt the receiver's pass routa. 


Α man/man pass coverage technique used by a defender 
with deep help. Defender will trail receiver on 
inside shoulder and break underneath of receiver's 


route, 


33 AG 


DEFENSIVE TERMINOLOGY (continued) - Pass Coverage Terminol 
DEFENSIVE ΤΕ se 7 L333 Coverage Terminology 


VERBAL ALERTS AND CALLS 
κ μμ. Αλλοι να... 


L; 


2. 


14. 


15. 


"Bingo" 


"Buzz" 
"Check" 
"Club" 
"Dog" 


"Linda" 

"Rita" 

"Match Up" 

"No Cover Zone" 


n Ou c" 


"Play It" 
"Push" 


"Sloop" 
"Soft" 


"Spots" 


Term denoting pass interception. 


A call used in Cover 3 or 4 exchanging assignments 
between the outside linebacker, inside linebacker, 
and the safety involved in the underneath coverage. 


Automatic call alerting the secondary Linebackers 
that we are going to change our Pass coverage. 
This call will be followed by the new coverage. 


A call attached to our normal zone defenses, telling 
the corner(s) responsible for flat to jam #1 first 
and then react to their normal keys. 

A call used in coverage in which one defender plays 
man/man on a certain receiver and everyone else 
plays normal coverage. 


A call directing the left outside linebacker to 
rush and a zone rotation left. 


A call directing the right outside linebacker to 
rush and a zone rotation right. 


Term used in man/man pass defenses in which linebacki 
cover only backs or tight ends on motion/fly adjustm 


The area from the L.O.S. to 5 yards deep in which wa 
hever cover a receiver when we are in a zone coverage 


Call made in Cover #3 Zone telling defender to move 
out on wide receiver and hit/harass him at L eO Su s, 
using out technique. 


Call alerting the secondary and linebackers to remair 
in the coverage called. 


Term alerting pass defenders on motion/fly that 
defenders. will slide one man cver to adjust to moveme 


A call to designated defender to drop to flat and 
take away out cut by "Ll. (C.P. =- Corner's technique 
will change on "Sloop" call). 


À call on zone defenses, telling the corner(s) to 
disguise the coverage by dropping to 14 yards and 
then settling in flat area, 


A call attached to our normal zone defenses, telling 
the underneath coverage to Grop to their mid-points 

and get depth until the ball is released. -efencers 
"ill not pattern read. 


14. 


Φ... 


ZONES IN PASS DEFENSE 


L. 


Curl Zone 


Hold the Curl 


Deep 1/3 
Flat Zone 
Hook Zone 
Middle 1/3 
(MOF) 


Slot Zone 


2nd Man Thru 


DEFENSIVE TERMINOLOGY (continued) - Pass Coverage Terminol 
DEFENSIVE DERN aaa aaa C ΣΘΞΒ €gysraga terminology 


The area 15 yards deep with a mid-point on the 
numbers. 


Term used in zone coverage telling the curl defender: 
to prevent any passes to the curl zone for as long 
as possible. 


The area covering 1/3 of the field on your side from 
à depth of 15 yards to the end line. 


The area 12-15 yards deep with a mid-point 3 yards 
outside the numbers. 


The area 12-15 yards deep with a mid-point 2 yards κ 
outside hashmark. 


The area covering the middle 1/3 of the field from 
a depth of 15 yards to tha end line. 


The area 15 yards deep with a mid-point 3 yards 
inside the numbers. 


Term used in zone coverages referríng to the second 
receiver running thru an outside zone (curl or flat), 
The defender reponsible for that zone plays 2nd 
receiver man/man deep. 


DEFENSE TERMINOLOGY (continued) = Pass Coveraqe Terminolo 
DEFENSE ILU QSOntiDnuec) g gy 


PASS ACTIONS 


l. Boot. Pass ~ Passes off action of quarterback running away from 
: the flow of backs (300 series). 


2. Counter, š Backs release into the pass pattern opposite of 
the way they usually release. 


3. Flow ^ 4 receivers going strongside on a play action pass 
from pro formation (100 series). : 
4. Run Pass S Pass thrown by a running back off run action 

(HB Pass) (400 series). 
5. 78 Action - 3 receivers going weakside on a pass play. ‘ 
6. 68 Action - 4 receivers going strongside on a Pass play. 
7. Slow Block - Block by tight end or Tight X on linebacker before 


releasing on pass route. 


š$ 
8. Split Flow ” Normal release by receivers into pass pattarn. 
3 receivers strongside, 2 receivers weakside. 


3 receivers going weakside on a play action pass 
from pro formation (100 series). 


9. Weakside Play Action 


10. (Slow) Screen - Delayed type pass thrown behind 1.0.5. to any 

= receiver with part of the linemen forming a blocking 
pattern around the receiver prior to his catching tha 
ball. Onside tackle pass blocks. 


ll: Read (Screen) - Pass play with a designed downfield pattern in 
addition to a screen set behind L.O.S. Ball can 
ba thrown to either area. 

12. Slip (Screen) > Delayed pass thrown behind L.O.3. with blocking 
pattern setting up quicker than a screen pass. The 
onside tackle is part of the slip wall. 


e. 


DEFENSIVE TERMINOLOGY 


BLITZ 

L; Blitz 
Blitz 

2. Crash 

3. Lightning 

4. Storm 

5. Thunder 


(continued) - Pass Coverage Terminology 


A specific coverage by 4 defensive backs and 
1 linebacker with a flow rule fer defensive backg. 


A penetrating type of rush utilizing linebackers 
to disrupt a run scheme or add pressure to the 
quarterback attempting to throw the ball. 


A combination of Linebackers and defensive backs 
rushing. A specific coverage by outside linebackers 
and other defenders. 


A combination οὗ linebackers and weak safety rushing. 
A specific coverage by 5 defenders. 


A combination of linebackers and defensive backs 
rushing from the 4-2 defense. A specific coverage 
by remaining pasa defenders. 


Two Linebackers and 1 defensive back rushing. A 
specific coverage by 3 defensive backs and 2 linebackers 


DEFENSIVE TERMINOLOGY (continued) 


H. GOAL LINE TERMS. 


GOAL LINE = 一 之 
1. "Anchor" = Tackle responsible for À gap, End responsible for 
(left/rt./double) B gap. Outside backer responsible for C gap. 


(SS responsible for D gap). Mike fills D gap on 
Anchor weak, E gap on Anchor strong. 


2. "Banjo" - Coverage technique on dropback pass with Mike and 
i SS (or WC) playing man/man on two receivers based 
on their release. 


3, "Blanket" - Variation of goal line coverage by corner and 
safety used vs. #1 wide (could be strong side or 
weak side). 


Φ 


4. "Crash" - Man/Man coverage with no flow rule. 
S. "Dart" = Outside linebacker uses penetrating charge to D gap 
on snap. Mike fills C gap to dart side. 
(str/wk/double) Strong: SS responsible for E gap. SC has cutback. 
Weak: WB responsible for D gap (force). WC has c 
6. "Five" (5) = Call for defensive ends to scunt C gap on snap. 


Mike fills B gap and outside. 


7. "Load" - Strong and Weak Safety playing man/man on a tight en 
I and back based on their release. 


8. "Long" - Call alerting defensive line to an open formation. 
Use 3 point stance. 


9. "Man" - Man/Man coverage with a flow rule for defensive back 


10. « "Oscar" - Goal line defense with linemen charging out and 
Mike and weak safety hitting on respective sides. 
Coverage used with Oscar charge by linemen (outside 
Corners, and SS in coverage). 


11. "Wilson" - Weak Corner and Weak Safety playing man/man on a 
tight end and back based on their release. 


MAN/MAN PASS DEFENSE TECHNIQUES (continued) 


5. FUNNEL TECHNIQUE A man/man pass defense technique in which 3 de fenders (usually 
"oZ A i linebackors) cover 2 receivers. 


t. C.P. - No funnel vs. wing, I, strong 

A. Drop: * ` OLB = Drop outside and off designated receiver, yet depth, and read 
receiver's route. 
! ILB - Drop to midpoint between designated receivers, ges depth, and 
l : read both receivers. | 

B. Pattern Read = OLB - react to pattern by closest designated receiver. 


a) Vs. outside route = cover any outside route, includin 
out & up. Get in stride with receiver. 


b) Vs. insida route - squeeze inside route & look for othor 
designated receiver crossing -N.T. -continue to squeczc 
inside. 


c) Vs. block - look inside for crossing receiver. 
N.T. - alert for back check or screen 


d) Vs. deep pattern ~ cover close route outside/in = 
be in position to cover flag. 
-7 ILB - react to deepest inside pattern by designated rcceivors 


a) 1 receiver outside ~ look ctoether receiver 


N.T. - zone middle 


b) l receiver inside - cover -hat receiver 
C) 2 receivers inside - cover deepest receiver 


3) Vs. deep pattern ~ cover close route inside/out 
C.P. = with post help, turn over close route dt TLS 23 


2 


£185 
PL 


i 


43. WEAKSIDE PATTERN READS - COVER #3 


Cover #1 on inside routes. 
Will- Carry #2 inside to ball (see QB) 
CP: Release shallow cross and play hook zone. 
hid Corner- Play #1's pattern. ` 
Squeeze inside cuts. 


P Weak Backer- Roll inside (parallel). 


42 NT Block 
| Weak Backer- Find #1 and play his pattern. 
bs 41 f ' | Be alert for screen. 
= i O'O | Will- Feather strong to ball and look for crossers. 
* E] S 9 ! Be alert for screen and #2 check. 
Ame c im | Weak Corner- Play #1's pattern. 
- | Squeeze inside cuts. 
i #2 ; #2 Inside | 
#1 
| 


#2 Cutside 


Weak Backer- Hold curl and release when #2 clears. 
CP: 2nd man thru. 
Will- Expand to £1 and cover inside route by #1. 
Cp: #1 outside/deep-look for strong crossers 
Weak Corner- vs. #2 short- play #1's pattern 
vs. #2 upfield- alert 32 deep 


#2 Stop 


Weak Backer- Hold curl. Drive to stop on throw. 
CP: Alert #1 out - break parallel. 
Will- Cover hook. Drive to stop on throw. 
CP: Alert down ἆ distance. 
Weak Corner- Play :1's pattern. 
Squeeze inside cuts. 


:2 Close 


Weak Backer- Hold curl to 15 yards. 
| CP: Alert #1 out - break parallel. 
Will ~ Cover close to 15 yards. 
Release at 15 and look for crossers/*1 delay. 
Weak Corner- Cover deep 1/3 thru your midpoint. 
On throw, squeeze 72 seam-drive on εἶ out. 


WEAKSIDE PATTERN READS - COVER #3 


«ο Fan/Flag 


| Weak Backer- Hold curl το 15 vds. CP: 2nd man t 


vs, #2 inside k deep, alert zl out- break 
paral 


| Will~ Cover close to 15 yards. 


Release at 15 and look for crossers/si de 


| Weak Corner- Cover deep 1/3. (deepest ot 21/22) 


68 Action 


Weak Backer- Find 51 and play his pattern. 

Will- Feather strong to ball and look for cross 

Weak Corner- Play <l's pattern. 4 
Squeeze inside cuts. 


78 Action 
Weak Backer- Drop to curl and release to 52/53 
CP: 2nd man thru. f 
Will- Cover z2 close to 15 vds. (if it shows) 
Expand to 5ἶ and cover inside route by s1 
Same Cover inside receiver weak of 51/52/53. 
Weak Corner- Normal reads off :2's pattern. 


Read Screen 
Weak Backer- Drop to curl and release τω το (bei 
NC 
Will- Expand to zl and cover inside route iw #1 
Be inside defender vs. screen. 
Sam- Squeeze strongside :2 inside. 
If :3 blocks, jump 59. 
weak Corner- Play -1'5 pattern. Squeeze inside ç 


Slow Screen (Check) 
Weak Backer- Be force man (outside). 
Will- Pursue inside/out. 


Weak Corner- Secondary sunport. 
Stay outside unless using sideline, 


$0. WEAKSIDE PATTERN READS - COVER #2 


#2 Block 


| Weak Corner- Cover #1 fade—vs. #1 inside-cover Q, 
| squeeze inside cuts. Alert for screen. 

Wille Find #1 and cover #1's inside routes. 
vs. #1 outside, feather and look for crossers 
Be alert for screen and #2 check. 
| Weak Safety- Play #1's pattern. . 


#2 Inside 


Weak Corner- Cover #1 fade. 
vs. #1 inside-cover Q, squeeze inside cuts. 


Wille Carry #2 inside to ball (see 9B) 
CP: Release shallow cross and play hook zone.’ 


| Weak Safety- Play #1's pattern. 


m 


42 Outside 


| Weak Corner- Cover #1 fade. 
| - vs. #1 inside-cover Q, squeeze inside cuts. 
Release #1 when #2 clears CP: 2nd man thru 


will- Expand to :1 and cover inside route by 41. 
CP: #1 outside/deep-look for strongside cresser 


Weak Safety- Play 4l's pattern. 


#2 Stop 


Weak Corner- Cover 41 fade. 
vs. 51 inside-cover Q, squeeze inside cuts. 
Hold curl. Drive to stop on throw. 
Will- Cover hook. Drive to stov on throw. 
CP: Alert down & distance. 


Weak Safety- Play #1's pattern. 


22 Close 


Weak Corner- Cover #1 fade. vs. £1 inside, alert Q 
Squeeze 52 to 15 vds. Alert fan/flag. 


Will- Cover close to 15 yards. 
Release at 15 and look for crossers/:1 delay. 


Weak Safety- Cover deep 1/2 thru your midpoint. 
Read QR (cover *2 on seam). 


WEAKSIDE PATTERN READS - COVER -2 


#2 Fan/Flag 


Weak Corner- Cover si fade. 
“Squeeze #2 and cover outside breaks (2nd man 
thru 

Will- Cover close to 15 se 
Release at 15 and look for crossers/:1 delay 


Weak Safetv- Cover deep 1/2 thru your midpoint. 


68 Action 


Weak Corner- Cover #1 fade 
“vs. 7l ins-cover Q, squeeze inside cuts. 


Will- Find #1 and play 31's inside routes. 
vs. *l outside, feather and look for crosser 


Weak Safety- Play 51's pattern. 
IGI TERNOS — T 


78 Action 


Weak Corner= Cover εἰ fade, vs. #1 
Release Ξ] on throw and cover 


Will- Cover :2 on close to 15 vards 
Expand to :1 and cover inside 


inside, cover: 
52/53 in flat. 


(if it shows) 
route bv αἱ 


71/22/23. 


L ΒΗ 
sė ins 
we abe 


Sam- Cover inside receiver weak of 
Weak Safetv- Normal weakside reads off :1 and :2. 


Bead Screen 


zl fade. ws. Fl inside, cover 


Weak Corner- Cover 
uid be furore on ser 


Release to flat on throw 


Will- Expand to 5] and cover inside route bv zl. 
Be inside defender vs. screen. 


Squeeze stronzside :2 inside. 
If 53 blocks, jump -9 


Weak Safetv- Play zl's pattern 


Slow Screen (Check) 
Weak Corner- Be force man (outside). 
Will- Pursue inside/out. 


Weak Safetve Secondary support. 
Stay outside unless using sidelino. 


@ 


MOTION/FLY ADJUSTMENTS 
Te 


We have 3 types of coverages - Ragular Coverages, Match-up coverages, and Blitz covera 
Regular coverages can be used in any situation and have one set of adjustments, 
coverages are passing situation coverages and our adjustments are formulated wth 


on pass coverage. Blitz coverage can bo used in any situation and has 
of adjustments. In all coverages, 
dictates otherwise. 


"aec 
orio 
ἃ specific se 
wa will use tha standard adjustment unless game pi. 


Reqular Coverages: Corners line up on 9l (widest receiver). 
1 (Strength) Outside linebackers line up on 42. C.P. 
Inside Linebackers never move off guard ( 


"6 42 34 Cover #3 


- 26) | ο 


~ Never come off tight er 


except to loosen up). 


Qt 
Θ 
Ο 
O 
O 
O 
97 


Match-up Coveraces: 
(Strength) 


Corners & Safeties responsible for covering WR/TE depending on co 
Linebackers line up on your coverage & are responsible for Backs/ 
Linebackers will never coma off a back/T£ to Cover a wid& receive 


Stack Combo (pes 


Stack 2 Man 


Blitz & Tight End Based Coverages: 


(tight and) 


Coverage assignmants based on the location of the 
tighe end. 


Front people involved in Pressure defense do not cl 


"Thunder" There is a one back rule for each coverage. 


Blitz 


#1 #2 en 
@ D 


- UNBALANCED LINE 


In order to be sound in-our defense we must be able to adjust our defense to 
unbalanced line. 


The alert.call for unbalanced line is “UNBALANCED”. 


Example; - ^ . 
— LB will say = "UNBALANCED LEFT - MOVE LEFT" 


1. All Defensive peoplo will move one man to left. 
"2. Strong Safety and Sam will still go to the 2 receiver side. 


3. Play Coverage called. 


) 4. If we want to move over and then Stunt back we will say - 
: "UNBALANCED LT. - MOVE LEFT" - "Roger" (Cover #2) 


> STACK 2 "Roger" 


#2 #3 
° G 


æl A 


Ó | go 9B ge © 


^ E] 


> 


KINDS OF 1 BACK OFFENSES WE FACE. ` 


5.3 DOUBLE WING LEFT, DOUBLE WING LEFT 


"τ Ὁ Ü 
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SS = force - e 
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DOUBLE WING LEFT HALE (9 


Q ss | ὁ 


DOUBLE WING LEFT 
TITE 2Y H CLOSE | 


H FLY TO DENVER 7 ENVER LEFT YY CLCSE S Ea p 8 
LEFT Φ Qo ες ο σος SE ESSE © FSERB 
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etroit People) 


There is an ever increasing use of | Βα’: 


Bc @ corn offense in NFL - Here are forms c^ Dousle 
Force : £ s qe 

[o] Win Ormations and soma coveraàje ans usss cs 
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we make Va. them. 
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οοθοο | 
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; er on 
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/ 
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KERSE. 


FLOOD LEFT YY 


KINDS OF 1 BACK OFFENSES WE FACE 
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Š μα. 


Featheron #2 Curt 
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‘© Backer 
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JUMP BALL 
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JUP BALL ADJUSTMENT 


There 15 an ever incrcasinc usc of | Ba 
Offense in the NFL < Here are tyres of 
Flood Formations and some coverage adju 


we make Vs. ‘chem 


3 


Cover 


DETROIT FORMATION 


Detroit People - 2 WR 
2 TE 
1 Back 


Balaiced Detroit Formation - strength is left (unless gama planned otherwise) 


Detroit Variations - Denver, Flood, Trips 


3 Zone 


l. Stack Cover #2 

2. 34 Cover #2 (No Move, No COS) 

3. Stack, 34 Cover #3 (+ variations) 
4. Stack Cover #4 

5. Stack Linda/Rita 

6. Gap Linda/Rita 


Dcuble Calls 


7. Stack Cover #2/Zebra 

8. Stack Cover #3/Zebra -~ 
9. Stack Cover #2/3 

O. Stack 2 Dallas/Zebra 

l. Stack 2/3 Dallas 


Ον tn & L2 um 
< "Ἐς m wy 


4an/Man 
Stack "Frisco" 
Stack Cover πὰ Man/Comsy 
Fire Skunk Q Match up 


s: BLLtzZ 


Lightning 
Typhoon 


TIN 


2. 


D 


"Corner" 


DETROIT 


(LEFT) 


CETROIT VARIATIONS - 


"Backer"| "Backer" 
#l 2 


S0 Κ Q 
i ο O O LO: Ὁ ο 0 O 
a `A 人 


SO 


Area" "Area" 


ς 
1724 1⁄2 


ς CENVER LEFT 
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YY οσο σε “ 
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Cover 2 (Zebra) 
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a j DETROIT VARIATIONS 
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#1 "Corner" 


FIRE SKUNK 0 MATCH-UP 


DETROIT (LEFT) 
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' 


. Denver Right 


fa 
M/M 

x 
2 


O 
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1. Denver Left YY 


vi 
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-* = 9 | 


« Blood Left YY 
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2. Trips 


Left 


DETPOIT VARIATIONS 


DETROIT (LEFT) . 


FLCOD RIGHT YY 
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DETROIT (LEFT) 
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Cover 2/Zabra Dallas 
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IN HUDDLE: 


1. 


2. 


FORM HUDDLE QUICKLY - Don't be the last man. 


KEEP A CONSTANT HUDDLE - Nose and Will form huddle on ball. The shape and 
hands-on-knees appearance is the responsibility of each individual. 


The SIGNAL CALLERS DO THE TALKING - All others listen! Talk straight out - not 
up in the air or down at the ground - see all of your men. 


FS will call the down & distance = Example: 2nd and 8 


Sam will alert the defense to the offensive personnel = Sam will call the defense 
Example: Stack Cover 3. 


After the call, Sam will say, "RLADY" - then pause - ALL CLAP HANDS, which is the 
signal to break and concentrate on offensive huddle. WATCH OPPONENTS BREAK HUDDL 


AT LINE: 


L. 


LS] 
ΠΠ 


WATCH OFFENSIVE HUDDLE and pick out strength of formation as opponents leave 
huddle. The passing strength will be to the 2 receiver side. 


FIRST call strength as opponents break huddle. (The passing strength). 
Example: Strong Left (SS & Sam are responsible for strength call). 


SECOND call complete formation as opponents set at line. 
Example: Wing, Split, "I". 


It is important for all to know and call quickly the strength and set of formatio 
because many of cur defensive adjustments will be dictated by the offensive 
alignment. This is vour individual responsibility - do not rely on someone else. 
SAM MUST HAVE TIME TO CHECK OFF AND MAKE CALLS. 


If you do not hear or do not understand the defensive signal, say "CHECK". 


The call will then be repeated. 


$ 


EXPLANATION OF HUDDLE CALL & DIGIT SYSTEM 


ist call will give the defensive personnel and how many linebackers will γι 
vs. pass. I 
LB'ers rushing 


344? — 3 lineman, 4 linebackers, 4 backs, 0 
Stack & 2 3 lineman, 4 linebackers, 4 backs, i LB’er rushing 
Fire - 3 linemen, 4 linebackers, 4 backs, 2 LB'ers rushing 
Blitz - 3 linemen, 4 linebackers, 4 backs, 3 LB'ers rushing 
43 - 4 linemen, 3 Linebackers, 4 backs, 9 LB'ers rushing 
Goal Line = 4 linemen, 3 linebackers, 4 backs, 2 LB'ers rushing 
33 (Pony) - 3 lineman, 3 Linebackers, 5 backs, 9 LB'ers rushing 
42 (Mustang) - 4 linemen, 2 Linebackers, 5 backs, 0Ο LB'ers rushing 
33 (Player) 0 - 3 linemen, 3 linebackers, 5 backs, l LB'er rushing 
42 (Player) O = 4 linemen, 2 linebackers, 5 backs, l LB'er rushing 


9 
K“. " 


2nd call will give the coverage. Cover 


The coverage determines: 


a) which linebacker(s) is rushing - Rules for Rush by Coverage. 

b) strongsica & weakside force ~ Force Rules. 

C) coverage responsibility - Coverages, 
all coverages based on strenath unless otherwise designated (TE). 
all coverages are regular coverages unless designated Match-uv. 


d) flow rules Play Action 
e) standard adjustments - Standard Adjustments 
Other calls may be added το the base call dictating line stunts, frente and 


coverage variations, or special RS 


9. DOUBLE COVERAGE CALLS 


In the huddle. the-defensive signal caller will Give a double coverage call. 
(Example: "Cover 2/3"y 
The lst digit (2) indicates the coverage we will play against any pro formation. 
We will use our standard adjustments against any variation of pro formations if 
the offensive formation so dictates. 


The 2nd digit (3) indicates the coverage we will play against any slot/twin 
formation. We will use our standard adjustments against any variation of slot/twin 
formation if the offensive formation so dictates. ax 

a4 

ve 
We will use double coverage calls in our defense to cover motion, adjust better 
to slot/twin formation, and to cover Outstanding receivers. In mabe, but not all 
cases, the double coverage enables our front 7 defenders to maintain constant 


run responsibilities. . n 
Note:  "SC/Frisco" is an exception to the double Coverage call rule, 


SC will be played igainst any 2 back formation with both backs 
remaining in tne backfield. Frisco will be Played against any l back 565, 


EXAMPLES OF DOUBLE COVERAGE CALLS 


ç 


ZONE CALLS 


We will usa zone calls in our defense when we want to play a 3 deep zone coverage 
to a certain receiver or the wide sida of the field, regardloss of formation serem 
The call is based on the receiver or the wide side of the field as indicated by thi 
huddle call. We will use the words “Linda” (zone left) and "Rita" (zene right) το 
indicaté.the direction of the defensive backfield rotation. Linebackers will drop 
in a corresponding manner. 


|, In the huddle, the defensive signal caller will give a 20ne call. When the SÉ fena 
comes out of the huddle, "Linda" or "Rita" will be called to indicate the directior 
of the rotation. 


(Defensive backs viti rotate to a 3 dace = zone Based or 
#80's alignment.) 


Example: "Stack Zone #80" - 


@ "RITA" @ . (8) “RITA” 


88Ο 


@ 
ooBoob ° goologY 


Paw LA 


Example: "Stack Zone the field" - (Defensive backs will rotace to a 3 deep zone tc 
miqa wide side of the field.) 
n RITA" ` n RITA” 


wide Side 
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In ordar to have a Bandit strongside, 
Sam must be in rush. I 


4 technique. 
Penatrate near A Gap. 
Ringe technique. 


Normal read on Flow to (think outside 
unless guard on NT) = Fast read on 
Flow away (8 Gap). 


BANDIT Va. PASS 


Same as above. 


4 technique = Contain rush (blue cal) 


Panetrate near A Gap - inside rushar | 


strong. 
Ringo technique - inside rusher weak. 
Coverage called. 


Coverage called. 


"BANDIT (CALL BY INSIDE LB WITH NOSE) (RUN STUNT) 


“WEAK BANDIT Vs. RUN 


= In order to have a Bandit weaksidi 
Will must be in rush. 


= 4 technique. 

= Penetrate near A Gap. 
- Lucky technique. 

- Same as WILL. 


ς BANDIT Vs. PASS 


= Same as above. 
- Same as S.E. 


- Penetrate near À Gap - inside rus 


weak. 


= Lucky technique - inside rusher s 
7 Coverage called. 


- Coverage called. 


| STRONG LOCP Vs. RUN 


3$. 


LOOP (CALLS BY OUTSIDE LB) (PASS STUNT) 
— sss 


`. 
ls 


C.P. = OLB must be on and coming (green). 
o = 6 technique. Normal Vs. run. 


END = Penetrata C Gap - use speed or slap 
upper cut technique. 


s ~ Normal read - think inside. 


OLB = Rush upfield 2 to 4 steps and come 
inside behind End. 


END = Penetrate Gap = use speed or slap 
upper cut technique. 


SAM < Coverage called. 


= OLB must be on and coming (green). 

= Start upfield - run Loop stunt = 
cutback responsibility. 

- Penetrata € Gap - use speed or slap 


Upper cut technique - keep all runs 
insida - force responsibility. 


Normal read = think inside. 


Sama as S.L.B. 
- Same as S.E. 


= Coverage called. 


~ '  SCRAPE (CALL BY INSIDE LB) PASS GAME (PASS STUNT) 


` 


C.P. = In order to have a Weak Scrape, 
must be in rush - Can run "Up" 
"Off" also can Read It. 


C.P. = In order to have Strong. Scrape, Sam 
must be in rush ~ Can run "Uo" or 
"Off" also can Read It. 


ος 


SAM = Start at guard, scrape around end, 


WILL = Start at guard, scrape around enc, 
contain rush. 


contain rush. 


END - Flash or engage OT - Penetrate 3 Gap 
Work across Fan block ~ Inside rusher 
S, strong. 


END =- Flash or engage OT - Penetrate 3 Gap = 
Work across Fan block - Inside rusher 
weak. 


(READ) Vs. 


Stan or Zone Blocking 


"an or Zone Blocking 


WILL = Start to scrape, read muard, if maari. 
comes out for vou, continue. if sasi 
blocks ənd, 30 back insiio. 


3AM = Start to scrape, read guard, if guard 
9. comes out for you, continue. If 
; guard blocks end, so tack nsise. 


END = Rap for Guard, if ne pulls cst. TULA ASA: 
If he blocks vou, crab and face lisani 


= Rip for guard, if he pulls out. 
contpnue. .If he blocks ου. Gras 
and fade outside. 


~ 


BULLIT (CALL MADE BY ILB) (PASS STUNT) 


WEAK BULLIT Vs. FASS 


Bi: 
[4]. 


C.P. = In order to have weakside Bullies 
must be in rush. Can be run fro 
"Up" or "Off". 


C.P. = In order to have strongside Bullie, 
Sam must ba in rush. Can be run 
from "Up" or "Off". 

SAM ~ Rush near A Gap working to far A Gap. WILL - Sama as SAM. 


NOSE - Engage - let Sam clear, come back 
strong. 


NOSE = Engage = let Will clear, come ba 
weak. 


U Vs. PASS 


WILL - Same as Bullis. 


END = You game. 


SAM - Same as Bullit. 


—— 


END ~ You game. 


NOSE = Flash or engaye - let Sam & End clear 
come around strong š contain. 


NCSE = Flash or engage - lect ari . back: 
Tomé around weak s ποστς, 


STRONGSIDE PASS 


C.P. - In order to nave a Sammie, Sam LB 
must be in the rush, can be run from 
"Up" or "Off", 


SAM ~ Burro into inside shoulder of OT, 
pick him off, work for contain rush. 


END = Engage OT - let ILB clear = come around 
inside rusher strong. 


SAMMIZ WITH A "ME" 


9 


M = Same as Sammie. 


Eno œe Engage OT e let ILB and ose clear - 
zome around - inside rusner weak. 


‘NOSE - "Me" game strong. 


SAMMIE & WILLIE (CALL BY TLB) (PASS STUNT) 


WILLIE Vs. WEAKSICE PASS Ὁ 


P. 


C. 


WI 


EN 


LEGE 
aua dd an 


D 


^$ 


In order to have a Willie, Will mus: 
be in the rush, can bs run from "Up" 
or "Off". 


E - Burro into inside shoulder of ^T, 
pick him off, work for contain rush. 


= Engage OT ~ let ILB clear = come around - 
inside rusher weak. 


- Same as Willie. 


= Engage OT - iet ILB and Nose clear -~ 
come around < inside rusher strong. 


= "Me" game weak. 


SINK IT WITH BACKER TRAP (13 MAKES CALL (PASS STUNT) 


> +. 


In order to run a Sink ft with a 


C.P. = 2.2. - In order to run a Sank It wr 
Trap, Sam must pe in rush. Will must be in rush. 
END - No Flash, go all way to center, be END = Ho Flash, go all way 1-2 cent! 


inside rusher weak. inside rusner weak. 


NCSE - Set off tine a 1533146, no flash, 


SE = Set off Line a tittle, no £i. 
come around, 2e contain rusa strong. -- 


come around, be comtain rusi 
SAM - Start short pass drop, let linenan 
clear, rush 78. 


HILL = Start short pass droo, let 1: 
clear, rush ;B. 


WEAK 55 


END - Strong Sink It 


NCSE < Strong Sink It "ICSZ = Weak Sink it 


WILL - Start short Dass 
lineman clear, ru 


WEAK BACKER - Start snort pas 
let Linemen cle 


3. 


SUPPORT (continued) 


C. USE OF WEAKSIDE BACKER SUPPORT 


Ls Primary Weakside Support Call with Open #1 - Weak backer is 
THE PRIMARY SUPPORT MAN. 


"p. | USE OF WEAKSIDE CLOUD SUPPORT 


lL. Cloud Call = If the #1 is 6 yards or less, the WEAK CORNER is 
THE PRIMARY SUPPORT MAN. 


2. Certain Coverages or Fronts may alter the 6 yard rule. 
E. USE OF WEAKSIDE END SUPPORT ~ X STUNT (EXCHANGE OF ASSIGNMENT BETWEEN OLB AND SE) 


1. “Weak Backer" makes the call to the DE. End is the PRIMARY SUPPORT “MAN. 
Weak Backer is the Cutback Man. 


SUPPORT TERMS DEFINED 


I. PRIMARY SUPPORT 


This term describes the responsibility of meeting the End Run in its 
formative stage and forcing a Cutback. 


A. FORCE TECHNIQUE 


1. React to Run Key without nesitation. 

2. Support at an angle. Always try to reduce the Cutback Area. 

3. Try to meet the lead blocker at his depth across the L.O.S. 
Always try to meet the blocker before he turns upfield. 

4. Play the blocker from outside in and keep your outside leg 
back and free. 

5. Meet him tough with your inside shoulder, or forearm aniver, 
or fake blocker at times. 

6. Keep good outside position and make the ball carrier cutback. 
Close off the inside running lane, but never pe nooked in b 
lead blocker. 

7. If the ball carrier takes an inside route, react to him from 

outside-in. . 
. Make the tackle on the ball carrier who bellvs deep to < 


foo 


3 3e oucside. 
9. On Off Tackle plays, you are the spillage man. If the DFF Tackle 
hole is closed, the ball carrier will option run outside. Be n 


position cn Lhe outside to make the tackie. 
10. Stay on your feet. 


B. BOUNCE TECHNIQUE (Weakside Coverages 2-5) 
1. React to Run Key without hesitation. 


2. Drive to a point behind the TE's position 1 to 4 yards deep. 
3. If Play goes off tackle or inside, the Support Man will ‘all tack 


inside. 

4 Th 5 e “M TS b s è "ZoenuaQe" Ῥ- wall - G Pim 

*. The Support Man S 195 15 to "Bounce" the ball carrier eff mys runi” 
track and to the outside. Ball carrier must be bounced "OADD aci 
"WIDE". 

9. We want the ball carrier pununa τὸ tus sagelines 


O 


BACKER 


SUPPORT STRONCSIDE 


Strong Safety = Primary Force Man 
Key ~ Thru #2 to ἕλον of backs. 
Read progression, react to run and meet 
blocker as quick und tough as possible o 
side of the L.O.S. 


Strong Backer ~ Cutback Man 


Key ~ #2 to flow of bucks. 2 Gap respons 


Strong Corner - Secondary Support Mali 
Key - Thru FZ to Ow 2i Dacks. 


You are the play pass man. If #1 relu.s 
cover. If he cracks on strong Surety, τι 


Weak Safety ~ Spillace Man 

Key - Uncovered linemen, flow of bucks & 
Play pass first and run second. On sure 
support from inside out. 


Strong Safety - Secondary Suppert Mar 
Key ~ Flow of backs und si. 


You are the play pass man. I^ sl release 
cover. If he cracks on strong corner, τε 


Strong Corner -~ Primary Support Man 


Key ~ Thru 82 to flow of backs. 

Read progression, react to run and meet | 
blocker as quick and tough as possible οἱ 
his sice of the L.O.S. 


Strong Backer - Cutback Man 


Key - #2 to flow cf backs. 
à Gap responsibility. 


weax Safety =- Spillaqe Man 
naban eh At cL healed) DECEM A Pusta ep aaa 


Key = Uncosvered linemen, Sieh SE RS e 
Play pass first and run secine r. sure 
SSS cooks Ifo GI ΞΘ sss 


BACKER: . 


SUPPORT WEAKSIDE 


Weak Backer ~ Primary Support Man 
Key - Near Back, Tackle, CB 

Read progression and meet the backer at his 
depth as quickly as possible. Force the ball 
carrier to make a sharp cut back. 


Ploy the pass first. See flow and #1. 


ΝΕ Weak Side End = Cut Back Man 
| Read prcgression, 2 Cap responsibility. 
[] If ΕΙ releases, cover. If he Cracks, replace. 


Weak Safety - Spillage Man 
—haÓakəoaÀ NN a 


7 O O O Weax Corner - Secondary Suvoort Man 
. WE 


LOUD (Cpen) 


CLOUD (Tight) 


ΤΙ 


Key-Uncovered linemen, flow of backs and OB. 
On sure run support from inside out. 


Weak Corner = Primary Support Man 

Key ~ Thru tackle to flow of backs. 

Read progression, react to run and meet lead 

blocker as quick and tcugh as possible on 
Q his side of the L.O.S. 


Kev < Near Back, Tackle 


&€—— 
Q Weak Backer - Cutback Man 


OQ | Weak Safety - secondary Support Man 


Key - Uncovered linemen, flow of backs & sl. 
Play pass first and run second. IZ «l 


rele.ses, cover. If he cracks, reclace. 
"eaux Corner - Trimar: »urcrt Mon 
Gu a Thru fL Sy Bl owe Or omen 


r.gress.cr, react 


WX iG Mele š ; 
I nits side «f the LIOS, 
$ È ， 
weus Bacner = Cutback Man 
Key - "4 to Ilow uf Decas. . Gaup responsability 


"KICZ" 


WEAKSICE 


2-5C 


SU: 


PORT 


Weak Corner ~ Secendary Support Man 
Key = Flow of bucks «nd εἰ 


You are the play puss mun. IF πὶ τοῖοι 
cover. If he cracks, replace., 


Weak Backer = Cutb.ck iun 
Key - Near Buck and tackle 


Weak Safety - Primary Support Man 

Key - Flow and ^B 

Read progression, react to run and meet 
blecker as quick and tough os possible 
his side of the L.O.S. 


Weak Corner = Primary Force Man 
Key = Thru sl to flow of bass 

Read progression, react tc run and meet 
blocker as quick and tough us possible 

side of the L.O.S. ‘Take on blocker wit 
curs ide shoulder, make the ball carrier 
bounce wide. 

Weak Backer - Cutback Man 


Key - sl to flow of backs 
2 Gap responsibility 


seats 


12. 


τ. ο. 


Stance = three point = faet staggered = inside foot back if possible - 


Deliver 
Pressure blocker 


Keep inside hole small - offensive blocker 


Eliminate any back coming 


A. Straight block - knock tackle back - 


Pressure upfield ~ control blocker 
from outside in - squeeze to 2 
Gap = be parallel - find ball. 


Hook block ~ pressure upfie.id = 
keep square & your outside hip 
clean. Push blockers outside 
shoulder backwards - if face mask 
needed it should end up on blocker'z 
Do not separate from 


shoulders parallel to L.O.3. 
Alignment - three - close to L.O.S. as possible. 
Kay - guard - periph tackle. Know the formation and the location of 
the backa. i Ν f 
Execution - move on movement or ball reading guard on the run. 
blow with hands; work for full extension of arms. 
upfield, 
Responsibility - B Gap. 
can never Hook you ~ keep guard off Will. 
, through the line. 
Reaction = 
1. Guard blocks on you: 
OQ Ὁ 
B. 
D eo A face mask. 
να 


oon 
e 


2. Guard and Tackle block on you: 


blocker until ball is outside or 
downfield. 


Cut off block - squeeze blocker to 
inside, jam him into hole. Do not 
work across blocker's head until 

you are absolutely sure ball carrier 
cannot break outside you. 


Double team - Collapse knee - twist 
shoulders & hips - drcp hand to grcund 
& work upfield. If getting 
washed hit the ground and create 

a pile, work upfield driving your 
outside shoulder through near leg 
of drive blocker - cannot be driven 
back. 

C.P. - will not get this block much. 


PAS3 RUSH 


The ability to rush tho passer ig characteristic of every out- 
standing dafensive team in tha NFL. Rushing the passer is an art 
that takes constant work and concentration. The major objective 
has to be to hit the passor bofora he throws the ball. However, this " 
is the one place in football where being close does count. 


We play team defense. The batter tha rugh, the better the 
coverage; the better the coverage, the better the rush. 


OBJECTIVES OF THE RUSHER 


l. Tackle the passer before he throws. 
2. Deflect the thrown ball before it crosses the lína of 
scrimmage. ; 
3. Force high trajectory of the ball by forcing the 
quarterback to throw over your hands. 
4. Obstruct the passer's vision with rasied hands and arms. 


FUNDAMENTALS OF THE PASS RUSH 


Make blocker move vertically or horizontally. Get him out of rushing 
lane. 


A. Moving blocker vertically 


l. Engage blocker = sprint to him - used blocker body against 
himselr. 


a) Remember the offensive linemen are establishing a 
new line of scrimmage by sotting back. 

b) Get to him as quickly as you can. 

€) Do not try to make a move until you engage him. 

4) Do not reach; keep your feet under you. 


2. Hands High on the Blocker's Pads - Chast, shoulder pads, or heac 


a) We want you to use hands to control the blocker. 

b) Need to drive hands locked at the elbows - knock him back - 
iolt him. 

C) Keep your face mask lowar than the blockers to stay down. 
(leverage). 


3. Turn Blocker ~ Want to turn blocker shoulders perpendicular 
with the line or scrimmage. Take away his squared up relation- 
ship. 


a) Stay in your dogignated lane - get the blocker out of it. 


B. Moving blocker horizontally 


1. Mova Blocker - sprint to him - uso blockers body against himsel! 


a) False move - makes blocker croate his own momentum in a 
opposite direction to your dasired side. 

b) The move assist the blockers movement away frem your side, 

c) Move blocker with upper part of torso with feet gaining 
Gepth toward QB. 


41. 


EN vASS RUSH (Cont'd) i 


2. Deliver Blow - slap or grab shoulder area 


a) Slap must be strong enough to knock blocker off balance - grab must turn 
blockers shoulders. 
b) Keep your face mask lower than the blockers. 


| 
Principals of Pass Rush 


1. Get off on ball or movement - quickness most important single factor - Accelerate - 
Keep upper body weight forward and feet moving. 

2. Have a plan - pre-determine move you will make - picturae it - be ready to taka 
what he gives you. 

3. Close the distance immediately between yourself and the blockar. Gat your 
hands on the blockar as quickly as possible. 

4. All moves should be executed from as close to the blocker as possible so he has 
a minimum of time to react and counter your move. 

5. Don't telegraph your move or get yourself overextended on your initial take off, 

6. Stay on straight line rush lane - Get in passers throwing lane - Squeeze the 
passers area of operation (compress the pocket) - Work to σας in front of passer = 
Force Q.B.out of pockat, force him to throw on the run. 

7. Get hand or hands high when passer is throwing thru your rush lane 
a) Obscure the QB's vision. Force a bad pass. Force QB to move and destrcy 

his rhvthm. ; 
b) Tip ball for interception. 
© C) Force ÇB to pull ball down and run. . i 
I ! 4) Force elevation of throw to allow secondary more cima for interception. 
TS 3. Don't leave your feet until hand separatas frcm ball. Never leave your feet 

with contain rush. I 

9. Never be driven past QB or across QB face. I£ driven out of your lane, stop and 
work back through your lane. 

10. Know depth QB will set up depending on D & D and formation. See ÇB as you rush. 

ll. Learn difference between pass drop, trap influence, draw, and screen. 
(Read with eyes inside) 

12. Stay lower than the blocker ~ Keep your face mask lower than his. œ not Stretch 
your strength by raising up. 

13. Don's give ground co the Outside when your opponent sets up wide. Take your 
regular course until you are even with him, then drive. 

14. Vs. Scramble - chance your rush lana and àgain regain proper raelaticnship on 28. 

15. .Vs. Poor Runner - rush him out of pockat: 

16. Vs. Good Scrambler - contain and rush. 

17. Vs. Dash - ends always be alert when back ος TE sets outside you. 

18. Once the ball is thrown, sprint in the direction of the throw. 


basic Fundamentals 
nn S 


Work on strengthening the hands and arms daily. This will help you be more effactive 
with your hand grabs, swipes, Pulls and throws. Do not become stereotype in your rush: 
however one perfacted move with a counter is all you need to go with the change you set 
fcom various blitzes. Whatever your physical traits may be, mental toughness, pride 


ond desire to excel has no egual. 


9 . 
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BASIC PASS RUSH TECHNIQUES 


Power Rush = get off and drive hands under offensive lineman's 
pads, - work to look up = keep your face mask lower than his an 
drive blocker back into passer. 


Slap or Grab with upper cut - slap or grab blocker opposite he 

fake, then Upper cut. 

Slap or Grab with pass over = slap or grab blocker opposite he 
ake, then pass over. 


Double Slap with upper cut or pass over - slap to head fake si 


then slap with opposite arm, then upper cut or pass over. 
Slap, Grab with upper cut or pass over - Slap to head fake sid 
tron grab with opposite arm, then upper cut or pass over. 


Spin - start blocker upfield, throw Upper cut into blocker, ma 
Spin to upper cut arm side. 


Butt & Power Rush or Butt & jerk - must learn to fell blockers 
momentum to determine which technique to use. If momentum is 
backward use Power rush technique. If momentum is forward, us 
butt & jerk technique. Butt 6 Jerk technique is executed by 
butting blocker then turning blocker shoulders with a hand jer: 
then using pass over or upper. 


Butt Ride ccme under - drive head to outside shculder of block 


rice blocker upfield then jerk and come under. 


Butt with double jerk - butt blocker, grab cloth, pull one sid 
then jerk opposite side using pass over or upper Cut. 


Hesitation - a technique used when blocker takes away "Butt si 
and come under technique". Drive head to outside shoulder of 


blocker, ride blocker upfield, then jerk with good inside fake 
and come around blocker to outside. I 


PASS RUSH COUNTER MOVES 
— ολο κ λος λα αλ 


Slap Upper Cut - 
Slap Pass Over - 
Double Slap Upper Cut - 
Double Slap Pass Over - 
Grab Cpper Cut - 
Grab Pass Over = 
Slap Grab Upper Cut = 
Slap Grab Pass Over = 
Butt Jerk Upper Cut = 
Butt Jerk Pass Over E 
ouble Jerk Upper Cur = 


le Jer 


k Pass Cver - 


Ii stabbed off or momentum 


Spin 
Slap 
Spin 
Slap 
Pull 
Pull 
Pull 
pull 
Pull 
Pull 
Pull 
Pull 
Jerk 


Hock 


Hesitation 


Opposite 


Opposite 


& Hcok 


Slap Opposite 


& Hook 


Slap Opposite 


& Hook 


Slap Opposite 


& Hoox 


Slap Cepesite 


mn T UM 


TECHNIQUES ON SETTERS 


Defensive Tackle. 


Short Setter - Quick fake slap or double slap upper cut or pass ove 
Quick butt jerk or double jerk (momentum on you) - 
Hand slaps 

Med. Setter - Power - Butt jerk - Double slap or slap grab pass ov 
or upper cut spin - Hand slaps 


Defensive End 


Med. to Short Setter - Speed or hook - Butt jerk outside - Bob slap 
double slap or slap grab upper cut or pass 
over - Hand slaps 


Deep Setter > Power = Spin - Butt and come under - Bob sla 
grab come inside. 


3 Nose - First - Flash = Work through 
| B Gap to C Gap ~ You are Contain. 


STACK 3-4 LINE GAMES 


Nose = Break pocket ~ keep OB in front | 
of you. 


Ends - Contain rush. 


YOU (Strong or Weak) 


Nose - Engage Center - Coma around - 
2 — You are Contain. 


St. End - First - Flash - Cone :nside 
O.T. working to A Gap - 
Break pocket. 

Wk. End - Contain rush. 


EE (Strong or Weak) 


St. End - Engage O.T. = Come around = 
Break pocket - keep CB in 
front of you. 


Y27" Green Call 
Nose - Same as "You" except 2 “ge around 
tignter. YOu are not fintain. 
St. End ~ Same as "You" excent work to 
weax A Gap - inside rusher weal 
SK. End - Contain rush. 


"ME" Green Call 


i Nose - First - Flash - re 
A Gap - You are not 
πὰ = Engage AT, = Iot« ar ln. 5 
Penatrate weak A az, 


Wk. End - Contain rush. 
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4 MAN PASS RUSH ALIGNMENT 
Ce 


T's - 2 Alignment 
E's - 5 Alignment 


STRONG GEORGE 


OOO: EO 
A A A 


T. - A Gap Alignment 
-T. - 2 Alignment 
s - 5 Alignment 


Gap Alignment 
Alignment 
Alignment 
Alignment 


= u x (η 
OEM Ayer). 


T. - 2 or 3 Alicgnzent 
eT. =- O Alignment 
s - 5 Alignment 


OVER STRONG WIDE 


A A 


B Gap Alignment 
- 9 Alignment 
= 7 Alignment 
- 3 Alignment 


Ls 53 


| xU ga 
ΠΠ} [η 


OO EO 
AA 


DOUBLE GEORGE 2 


OQ ο ο Ὁ 
A AA A 


T's =- A Gap Alionment 
E's ü< 5 Alignment 


WEAK GEORGE 
ο ο ο ο ο 
A À A A 


T. = 2 Alignment 
.T. = À Gap Alignment 
s = 5 Alignment 


WEAK WIDE 


OOOHOO 
A À A A 


- 2 Alignmene 
- B Gap Alignment 
~ 5 Alignment 

- 7 oz 6 Alignment 


Σω ο 
[1 [η »3 ἢ 


OVER WEAK 


QUO ο ο ο Ὁ 
A AAA 


T. = O Alignment 
-T. - 2 or 3 Alignment 
s = 5 Alignment 


CVER WEAK WIDE 


Q'OQ TI O 
A A A A 


S.T. - O Alignment 
W.T. - B Gap Alignment 
S.E. = 5 Alignrent 
WES my 


or 6 Alignment. 


€ Q X 
m m d 
@ ° è o 


4 MAN PASS RUSH ALIGNMENT 


0,0 © [1 O O 
A. AAA 


2 or 3 Alignment 
O Alignment 
5 Alignment 
2 or 3 Alignment 


p I SLIDE STRONG CORN RE EE 


SLIDE STRONG WIDE 


O 
αι uo 


B Gap Alignment 
O Alignment 
7 Alignment 
2 or 3 Alignment 


m 55 € νὰ 
1! š be 


EN £u 


SEY 


ο οἷς τη, 


ος 3 Alignment 
Alignment 
or 7 Alignment 


= Uv» x ο 
m me oH 
wm QO Ὁ 


or 7 Alignment 


Ὁ OTRO 


QUO QUI © 


zum x Ὁ 
U) D o£ 53 
* A ο e 


= u X otn 
η 0 93 3 


€ Exi (η 
A au 


SLIDE μπακ. Ὃν 


O- OO E 66 
ΔΑ Á À 


. ο Alignment 
. 7 2 or 3 Alignment 
. 7 2 or 3 Alignment 


- 5 Alignment 


SLIZE WEAK WIDE 


ον Ὁ Ὁ ιο Ὁ 
AA AA 


O Alignment 

B Gap Alignment 

2 or 3 Gap Alignment 
7 or 6 Alignment 


SP 


or 3 Alignment 
or 7 Alignment 
ος 7 Alignment 


' í i b 
Q un to O 


ο ο ον Tq o 


ο QUELLO © 
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33 PASS RUSH ALIGNMENTS (PONY) 


REGULAR iaga PS aa 


opor 


204090 
GA. A A [8] EJ 


S.E. - 5 or 7 Alignment 
T. - A Gap Alignment 
W.É. = 2 or 3 Alignment 


OVER STRONG 


ο ο ουδ... 
JA AA ΠΙΕΙ 


S.E. = 5 ος 7 Alignment 
T. = 2 or 3 Alignment 


(LEFT) 


.E. - Q Alignment 


== 


SL LOS ELT 


mos ο ο ο ο 
aA A AG 


€L.) 


S.E. = 2 or 3 Alignment 


τ: = O Alignment 


W.E. - 2 ος 3 Alignment 


2 cr 3 Alignment 


O Alignment 


εξ. - 2 or 3 Aiagnmernt 


= n (1 
' 


OQ ο ο Pl O: O 


| X on υ 


Ξ = = ——— 


οοοποο 
BIA A A lt 


S.E. - 5 or 7 Alignment 


T. 


~ 2 or 3 Alignment 


W.E. = À Gap Alignment 


E oH oU 


E. 


E. 


m 


By 


OVER WEAK (RIGHT) 4. 


OE oR ΘΕῸ 
BA AAG 


= 5 or 7 Alignment 
- 0 Alignment 
- 2 or 3 Alignmane 


SLIZE RIGHT 


Qoonoo 
3 A A A LJ Ë] 


. = 2 or 3 Alignment 
~ 9 Alignment 
. = ὁοτ 3 Alignment 


Ὁ ο OD OO 


QO O mbene 
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4 ΜΑΝ LINE GAMES 


Tackles - Engage O.G. - Come around - 
You are Contain. 


Ends = Pirzt-Two steps upfield with 
good outside fake - Come inside 
Ο.Τ. =- Break pocket. 


YOU PICK 


Tackles ~ Engage O.G. - Hold 0.5. for 
"Pick" =- You are Contain. 
C.P. - Read End. 

Ends = First-Stap upfield with outside 

foot - Pick O.G. with inside 

pad - Break pocket. 


First ~ Flash = Penaetrate j 
Gap - You are Contain. 
C.P. - Work outside tackle if 
area blocking. 

Ends = Εωσᾶσα Ο.Τ. - Come around 

inside O.S. - Break pocket. 


c. S - 


clocking. 
Eads - Four steps upfield with good 
outside fake - Come inside 2.7; 
Sreak rocket, 


area 


Tackle - First = Flash - Tonetra 
^ Sap working to weak À Š 
inside cusner weak. 


Vk. Tackle = Engace O.2. - Come around < 
Fenetrate strong A Tar - 
sisace rusher 3treng, 


Ends - Normal Rush. 


4 MAN LINE CAMES 


St. 


Wk. 


Tackle - Engage 0.G. = Come around = 


Tackle < First = Flash = Penetrate A 


Tackle - Same as "Tom" - Push Sap. 


Wk. Tackle - Engage "Λα", 
St. End 7 Normal rush. 
wk. End = Engage Ο.Τ. - Come around - 


Tackle - Engage O.G. - Core arcuri < 


4S 


Penetrate weak A Gap - 
Inside rusher weak. 


Gap working to strong A Gap = 
Inside rusher strong. 


Tackle - Same as "Tom" - Push Gap. 


Tackle = Engage O.G. = Come around - 
You are Contain. 
End 7 Flash - Penetrate B Gap. 


End Normal rush. 


Penatrate strong A Gap - 
inside rusher strong. 


ickle - First = Back 5)λη--'.. NE 


call - Come around on snap = 
You are Contain. 


Penetrate strong A or B Gap. 


End - First = Penetrate stronga 

A Gap work to weak A Sap - 
Inside rusher weak. 

Normal rush. 


4 MAN LINE GAMES (OVER) 


YOU (STRONG) 
1 


- Same as "You" from regular alignment. 
1 
| Ο Go | C.P. = Can you both sides. . 


/ 
1 
YOU (WEAK) 
i 
< 
Wk. Tackla = Engage center - Coma around- 
7 . You are Contain. 
Q Wk. End - Same as You frcm regular 
alicgnment. 
C.P. - Can you both sides. 
IER PICK 
Sama as "You Pick" from regular 
G alignment. 
" SE f AUR E 
| — Same as "Me" from regular alionrenc. 
WIDE ME . 
3 
Joa, Same as "Wide Me" from regular alignment 


4 MAN LINZ GAMES (OVER) 


| Same as "Tom" from regular alignment 
|| Q O Q except Wk. Tackle engage Center, 


TESS E 


Same as Tess" from regular alignment 
excapt Wk. Tackle flash Center. 


O 

O 

a 
pa 


x RAM STRONG 
A a " 1 
3 Same as "Ram" from regular alignment 
except WK. Tackle encazo Center. 


4 
RA Same as "Flush" from regular ali mrene 
G except wk. Tackle flash Center. 


5 . 
Same as "Sink It" from regular alignmen 


© O except wk. Tackle engage Center. 


4 MAN LINE GAMES (OVER) 


SINK IT WEAK 


H St. Tackle = Engage O.G. - Come around = 
Penetrate weak B Gap. 
Wk. Tackle = Flash center = Come around 
You are Contain. 
Wk. End = First = Penetrate weak À 
Gap working to strong À Gap 
Inside rush strong. 
St. End - Normal rush. 
, — HM E; 


QE 


Φα ο μα 


οσο σος 


— —— —— 
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n PASS RUSH GAMES 


l. ME GAMES -- Ma Games are tackle end games with tackle going first. 


À. ME - Good vs. guard & tackle satting at same depth. Tackle 
will slap ἃ upper cut B gap = end will engaga & penetrate A gap. 


B. MB DELAY - Same as "ME* except tackle will power ruah 6 
burrow or upper cut B ga 
C.P. - end read tackle 


C. ME WIDZ - good vs. guard that sets short & tackle that sets deep - 
Tackle, lino up in B gap & burrow or upper cut B gap - Erd line up 
wida, take 2 to 4 steps up field than burrow or upper cut À gap. 


C.P. = Tackle must get vertical penetration ag quickly as possible» 
cannot ba stabbed off or pushed into D.E. End, engage - squeeze 
blocker as close as possible as you come around = gain depth 

toward QB with momentum forward, never laterally or backward. 


2. YCU GAMES - You Games are tackle end games with end going first. 
A. YOU - Good vs. guard that sets short and tackle that sets deep. 


Tackle will engage and penetrate € gap. End will take it up field 
2 to 4 steps then burrow or Upper cut A gap. 


B. YOU PICK - Good vs. same setter as "YOU". Tackle will engage 
& hold guard for defensive end to pick thon penetrate C gap. End 
will flash or come directly for offensive guard, picking him with 
his inside shoulder, than work up field to QB. 


C.P. - Tackle engage - squeeze blocker as close ag possible as 
you come around - gain depth toward QB with momentum forward, 
never laterally or backwards. End as you make your break inside, 
give good head & shoulder fake with momentum low. 


3. TOM OR TESS GAMES - Tom ος Tess Games ara tackle tackle games. 
Tom is tha strong tackle who is also tha gap tackle - The 
weak tackle is the loop tackle. Tess is the opposita. 


A. TOM OR TESS = Good vs. 60, 70 protection or 80 protoction 
with a guard that sets deep - if 80 protection & both guards 
Set at sama depth, bast to doubla George». Gap tackle will 
flash & burrow or uppor A gap working to far A gap = 

if George alignment, use burrow technique. Loop tacklo will 
engage guard & penetrate far ^ gap = if George alignment, 
engage center. 


C.P. - Gap tackle must got vertical panatration working to 
far A gap - cannot get knocked back. Loop tackle engage - 
squeeze blocker as close as possible as you come around - 
gain dapth toward QB with momentum forward, never laterally 
or backward. Gap tackle should chase contar or be aligned 
on doep setting guard. 


PL 


RAM GAME = Ram is gama that involves both tackles and one and. 
One tackla is the lcop tackle, tha other tackle & end are gap 
players. Strong or vaak vill be the call to designato the gap 
players side. 


A. RAM - Good να. 60, 70 protaction or 80 protection with 
tacklB area blocking. Gap tackle will burrow ὃ gap on snap. 
Gap end will burrow B gap on snap or flash 6 burrow or upper 
cut. Loop tackle will engage guard ἃ panotrate for C gap = 
ig George alignment, engage contor. 


C.P. = Gap tackle must σος vertical penetration working to 

far Agap ~ cannot ba knocked back.  Lcop tackle engage = 
squeeze blocker as close as possible as you come around = 

gain depth toward QB with momentum forward. Gap tackle should 
chase canter. 


FLUSH GAME = Flush is a gama that involves both tackla and one 


, Ende 


Cao tackle is gap tackle ἃ the other tackle is an encage 


tackle = tha end is a loop end. Strong or waak will be the call 
to designate the loop ends sida. 


A. 


FLUSH = Good vs. $0, 70 protaction or 80 protection with a 


guard that sets deep. Gap tackle will flash & burrow or upper cut 
A gap working to far A gap - if George alignmant, use burrow technique. 
Engags tackle will engage offensive guard & penetrate C gap. 
Loop end will engage tackle & penetrate far A gap. 


C.P. 
ga» 


- Gap tackle must got vertical penetration working to far À 
- cannot be kaockad back. Engage tackla, mako guard block M/M, 


do not want area blocking. Loop end engage - squeeze blockers 
as close as pessible as you come around - gain dopth toward QB with 
momentum forward. Gap tackle should chase center. 
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TYPES OF BLOCKS 4-3 DEFENSE 


Uv 
uj 
»-1 
o 
X 
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NUMBERING AND CALLING PASS OPFENSE FLARE CONTROL 
OO ee a l UE Sp VIIENSL © ο μι αμ) 


A base pattern is assigned a number. The number describes 
the blocking and pattern. The play can be altered, to take 
advantage of an individual or a coverage, by adding a com- 
bination pattern or individual pattern to a number. Our ` 
objective is to describe a play with only a number, or a 
number with a word or short code. 

Example: 


68 Strongside combination will be described with 
a short word - 68 FIN. 


78 Weakside combination will be described with a 
code = 78 CIO. 


Basic Pass Patterns 

A. 50 - Both backs block, backs cut, backs delay. 
B. 62 = Y release inside, strong back flare. 

C. 64 - Y release outside, strong back flare. 


D. 68 - both backs release to strongside (4 receivers strong). 


E. 74 - weakside flare = no pick up - Y release. 
F. 78 - weakside flood - Y slow. I 
82 - Y release inside, both backs check and flare. 


G. 

H. 84 - Y release outside, both backs check and flare. 
«1. 90 = short passing game - qb 3 step drop. 

J. 100 - play action. 

K. 200 - sprint out or roll out. QB roll with the backs. 
L. 300 - bootleg. QB roll away from the backs. 

Μ. 400 - hb or fb pass. l 

N. 500 screens 


PLAY NUMBERING 


Running plays will be numbered 1 thru 39. 
40 Series are draws. 


100 Series are play passes. The backfield running the play 
Maneuver with 100 added will be the pass play. QB sets up 
behind the backfield action within the tackle box area. 


200 Series are play passes. The backfield running the play 
maneuver with 200 added. QB goes with the faking and rolls 
out behind the faking. (Rollout Pass) 


300 Series are play passes. The backfield running the play 
Maneuver with 300 added. QB goes opposite the faking back. 
(Bootleg Pass) 


400 Series are play passes when regular ball carrier throws a 
pass while running a play. 


$00 Series are screen passes. The QB will call pass number and 


direction of screen. 


Special Passes. These will be given names or unused numbers. 


Read No 
Nose tackle on 


Normal on Flow to YOU， 
away. 


wango means Nose Tackle wih slant 


4 Technique 

: (This 25 à Pun 
Ringo Technique 

read normal on Flow to 193’ slow 98 
Flow away. 

Read normal on Flow %G your Fast on 
Flow away around Nose. 


stunt) 


aoe p 


Mu nd 


— OF 


awe 


ο”. 


"LL p 


mire nan akik 


net n 


pores 


κας gas Se 
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C.P. - OLB must be on and coming (green). 
OLB = 6 technique. Normal Vs. run. 


END - Penetrate C Gap - use speed or slap 
upper cut technique. 


SAM = Normal read - think inside. 


LOOP (CALLS BY OUTSIDE LB) 
— s X 


(PASS STUNT) 


C.P. - OLB must be on and coming (green). 

OLB = Start upfield - run Loop stunt = 
cutback responsibility. 

END ~ Penetrate € Gap - use speed or slap 
upper cut technique - keep all runs 
insida - force responsibility. 


WILL - Normal read = think inside. 


STRONG LOOP Vs. PASS 


OLB = Rush upfield 2 to 4 Steps and come 
inside behind End. 


END = Penetrata C Gap - use speed or slap 
upper cut technique. 


SAM = Coverage called. 


OLB = Sama as S.L.B. 


EN = Same as S.E, 


WI - Coverage called. 


“BANDIT (CALL BY INSIDE LB 


STRONG BANDIT Vs. RUM l 


STPONG BANDIT Vs. PASS 


- Normal read on Flow to (think outside 
unless guard on NT) = Fast read on 


Flow away (B Gap). 


= Sama as above. 


4 technique - Contain rush (blue call 


Penetrate near A Gap = inside rusher 
strong. 


- Ringo technique - inside rusher weak. 


Coverage called. 


~ Coverage called. 


WITH NOSE) (RUN STUNT) 


WZAX BANDIT Vs. RUN 


d i 4 
ab 4 
Sect I 
ap 
Ξ A ^ 
ο. Iç 
|| i 
- In ordar to have a Bandit strongside, C.P. 
Sam must ba in rush. 
- 4 technique. END 
= Penetrate near À Gap. Wr 
- Ringo tachnique. NOSE 
s 


In order to have a Bandit weaksid 
Will must be in rush. 


= 4 tachniqua. 
Penetrate near A Gap. 
Lucky technique. 

= Sama as WILL. 


BANDIT Vs. PASS 


= Sama as above. 


= Same as S.E. 


= Penetrate near A Gap ~ inside rus 
weak. 


~ Lucky technique - inside rusher s 
= Coverage called. 


~ Coverage called. 


METHOD OP CALLING ΤῊΣ OFFENSIVE VARIATIONS AND FORMATIONS AT THE 
LINE OF SCRIMMAGE IN PROPER PROGRESSION. 

A. Cali the DIRECTION of tha 2 Receivers - Strong Left or Right 
B. Call the BACKFIELD VARIATION - Strong, Wing or Split, 


Calli STRONG σΕΡτ-------------------------------ᾱ WING 


O ooDooe © 


Calli STRONG RIGHT-------------------- nce STRONG 


o 9 
Φοο ος 


Call: STRONG LEFT--~--~---~-~------~--------------- - SPLIT 


© 


Call: STRONG Αισητ---------------------------------. SPLIT . 


One 


1. 
2. 


CEFENSIVE CALLS RESPONSIBILITY 


of the Linebackers will be designated as our Defensive Signal Caller. 
Weak Safety's Responsibility is: 


Down and.Distance - Make sura that the total defensive unit is aware of 
defensive situation. 


Defensive Signal Caller's Responsibility is: 
Alert the defense to the offensive personnel. 


Call of Base Defense (Front Line) and Pass Coverage. 


Other Defensive Call Responsibilities 


1. 


3. 


Desionated Defensive Lineman 

a. Call defensive line game if defense dictates one 

b. "Omaha" any games according to game plan 

Sam 3 
a. Call out Strength and Formation 

b. Any alignment change or Stunt Change 

5. Repeat pass coverage call 

d. Motion recognition 

Strong and Weak Backer 

a. Formation recognition (strength) 

b. Give a color call to the defensive end 

c. Any stunt change of defensive end his respective side 
d. Repeat Pass Coverage Call 

e. Acknowledge force call by secondary 

Will 

a. Any alignment change of Defensive End his side 

b. Repeat Pass Coverage Call 

Defensive Secondary 


a. * Safeties must call strength of formation 


ey 


b. Call out Pass Coverage ~ Weak Safety Responsibility - All others repeat 


c. Call out Support Responsibility - Responsibility of both the Strong and ν 
Safety - Corners and Outside Linebackers repeat call 


d. Motion Calls - Made by Weak Safety 
Defensive Audibles 


a. Recognition of "Exotic" formaticns and any coverage change associated wi' 
- those formations are the responsibility of everyone. 


b. Linebackers and Deep Backs = Communicate. You must relay the coverage c 
both by audible and visual signals. As a secondary, we must make certai: 
everyone knows the defense we will play. Eliminate any possible rental: 
by Talking to each other. 

Cc. Sam will make the call to change our Front, Stunts, or Games. The call 
made by giving an audible signal which will alert our line and linezacke 
the change. Repeat call twice. 


d. All Changes Must Occur Quickly! This requires Concentration and Communi 
by everyone. Remember, we have no secrets on defense. 


NUMBERING PECLIVCBS 
— μλλκ] 


The eligible receivers are numbered from cutside to inside on each s 
footoall. æl is the widest receiver, 42 is the second widest receiver, 
is the third widest receiver. 


Receivers's numbers may change due to MOTION as seen in diagrams j & 3. 
i.e. If a receiver passes the center position, he now becomes the zy 


and 


the original #2 receiver (in this case, tignt end) becomes the F3 receiver, 


The #4 receiver is the fourth receiver on cne side of the ball. 


“Example of Hal? E£X.T7Lie .f HB ΞΟ’, os sich, 
approaches =), sl. wes ~es ša ang El < ci, 5. 2ers-=es =! 
teccmes #!, u 


ide of the 


aj 


e receiver 


wd 
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RECEIVER ALIGNMENTS 
LLL Le 


一 人 ~ 


"X" ALIGNMENTS 


¿ ë νο ep G 
COOGOOOt: «Ὁ 
TITE NEAR 
l yd. or l-5 ds, 
less from fron 


near tackle tackle 


Alignment in 
backfield pos 
"yt 


re 


9.8 
πο 


t 0 


on 


"Y" ALIGNMENTS i Alignment in some 
i backfield cositicn 
“ye 
e 
. O 
Y 
Νο 


OUT arc FLE 
Line up 7e yds. 1-5 yds. l và. or 
Outside Z fros from ERE 
tackle tackle  5acxie 


EXAMPLES OF MOTION, FLY, PEEL 
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TORM MATI ONS 
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Detroit People 


DETROIT LEFT 
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Z FLY TO I LEFT © I 3 Z FLY TO I RIGHT SLOT Go) 
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1. 9 hole directly over center when he can taka man either way. 
2. All other holes: even to the left and odd to the right as in 
Giagram above. 
NUMBERING BACKS 
QB (single digit 0-9) 
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There is an ever increasing use of 1 Back 
offense in NFL - Here are forms of Double 
Wing formations and some coverage adjustments 
we make Vs. them. 
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- SAH WILL 
Primary - Thruguard| Primary = Thru guard Primary - Thru quarc 
Secondary - Backs Secondary - Backs 


Secondary - Backs Secondary -Backs 


4. SPLIT SLOT , 
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Primary - Thru guard Primary - Thru guard] Primary - Thru guard Primary - Thru quar 
to Near Back (F) to Far Sack (F) to Uear Back (F) to sar Back (F) 
2:5ndlary - Far 3acx S2condary -'earDack Secondary - Far Zack Secondary - “Near Ba 
C.P.- Favor ‘ear Back . C.P. - Favor Near Ba 
on M/M coverage 


2n N/M coverage 
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: SAM λος 
Primary - Thru guar: 


SAS των 
eue - Thru guard Primary = Thru guard} Primary = Thru guard 
Wa to “Near Rack (F) to Fullback | to Near Back (C) to Fullback 
econdary -lear tack} Secondary = Far Sack (H) Secondary - Mca: Ba. 
Crt} : 


Secondary - far Back (H) 


INSIDE LINEBACKER KEYS 


WILL SAM WILL SAM 
Primary = Thru guard Primary = Thru guard to Primary - Thru guard Primary - Thru: 
to Near Back fullback to Near Back to fullback 
8 
Secondary = Far Back Secondary - Near Back (H)| Secondary - Far Back Secondary < Nea 
(H) (H) 
9. DOUBLE WING 10. FLOOD 
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SAM & WILL | SAM 6 WILL 


Thru guard to remaining back Thru guard to remaining back 
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12. TOSS 
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ILB Reads = Win 
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Double Wing (Detroit) 


ILB Reads 


Fast 


SLANT 15 
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LINEBACKER STUNTS AND GAMES 


Run Stunts with End 


Rip 


` Ram 


Slam 
Stuff 


Run Stunts with Nose 


Lucky/ Ringo 
Bandit 


Pass Stunts 


Loop 

x 
Scrape 
Sullit 
Sammie 
Willie 
Sink It 


I f 


g ss = Engage and contain rush strongsida. 


CP  - In order to have Ram call OLB to 


call side must be off (Blue = Red, etc) 


OLB - Normal 6 or 9 Technique. 


END < Rip Technique. 
SAM = Same as Rip. 
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O Technique. 


STPONGSI2E RAM VS. PASS 


L^ 


ο. = Coverage called. 
END > Rip Technique. 
SAM >= Coverage called. 


Automatic You game. 


In order to have Ram call OLB to call 
side must be off (Blue-Red, etc.) 

- 9 Technique. (Force) 

- Rip Technique. 

~ Same as Rip. 

= Q Technique. 


Coverage called. 
Rip Technique. 
Coverage called. 


Engage and contain rush weaxside. 
Automatic You game. 


RIP 


: | 1 
πας 
E ` 
Qe I 
PUR. 
| 
cp = In ordar to have Rip call OLB on the 
dd call side must 5e on and coming 
(green). 
OLB - Normal 6 Technique, cutback. 
` END - Rip Technique. 
e SAM - No direct read - Scrape on Flow to 
you, normal on Flow away - Slow 
m read Fan block. 


STRONG RIP VS. PASS 


OLB < Contain - Rush 

END - Rip Technique - Rush across Fan 
Block. 

SAM 


~ Coverage called. 


(CALL SY ILB) 


WEAK RIP VS. RUN 


4 


4 
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(Run Stunt) 
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= In order to have a Rip call OLB 
call side must be on and coming 
(green). 


> Normal 6 Technique oger side, cut 
- Rip Technique. 


- No direct raad = Scrape on Flow 
normal on Flow away - Slow read 
Block. 


~ Contain Push 


= Rip Technique - Russ acriss Fan 


- Coverage called. 
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SLAM (CALL BY ILB) (Run Stunt) 


WEAKSIDE SLAM VS. RUN 


In eruere naye Bem Maxon C? - In order to have a Slam call OLS mus. 
must be on and coming (green) call — ; : 
side be on and coming (green) call side. 


Line up in 6 - Penetrate C gap QLB - Same as Slam Strong. 
working to B gap. 


Rip Technique - Aim for guards hip- 
Work across Qut or fan Block. WILL - No direct read - Read fast cn Flow to, 
normal on Flow away. 


END - Same as Slam Strong 


No direct read - Read fast on Flow S , 
to, narmal on Flow away. NOSE - "ο" Technique. 


^O" Technique 


ASS WEAKSIDE SLAM VS. PASS 


Inside rusher stroncs:de - Rush OL3 ~ Inside rusher weaxside - Rush inside 
inside OT if he blocks on you. CT if he blocks on you. 
Pap Technique - Inside rusher Exo - Rip Techn. 


nniqza - inside rusher strongsi: 
weak side. I 


WILL * Coveraca called. 


Coverage called. 


NOSE - Zngage and co t en ἧτο 
sngage and contain rush strong. gag ntain rush weaksice. 


STUFF (CALL BY OLB) (RUN STUNT) 
STRONG STUFF Vs. RUN — | WEAK SILEE Vs. RUN 


[Un 


| Q 
/ 
* 
C.P. = In order to have stuff call CLB on C.P. - In order to have stuff zall che 
the call side, must be on and coming call side, must be on and tomin: 
(green). Will only be run with YFlex. 
OLB - Same as "Slam". OLB - Same as "Slam". 
END - 4 technique ~ Chase i£ cutoff block ENO = Same as S.E. 
and Flow away. 
SAM = Fast read on Flow to, slow play Fan WILL - Same as SAM. 


block - Normal read on Flow away. 


STRONG STUFF Vs. PASS 
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Same as above. C.2. = Same as above. 


OLB = Same as "Slam". OLS = Same as "Siam 
END < Contain rusn. T7OV9nTAIA Pas 

' Y - C - 1 4 
SAM = Coverage called. SILS Coverage zalli. 
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(RUN STUNT) LUCKY AND RINGO (CALL BY INSIDE LB TO NOSE TACKLE) 


LUCKY (VS. 


O 


Around Normal 


C.P. = Lucky means Nose Tackle will slant left 
END - 4 Technique 
NCSE - Lucky Technique 


SAM ~ Read Normal on Flow to you, go around 
Nose tackle on Flow away (Fast). 


(This is a Run Stunt) 


WILL - Normal on Flow to you, slow on Flow 
away. 


' RINGO ( Vs. Run Strong) 


pana 


Hormal oun 
[i3 35 
C.P. - Ringo means Nose Tackle wiil slant 
right. 


END ~ 4 Technique 
I hi Ins espa e 
NOSE - Ringo Technique (This 15 a Run Stunt) 


SAM = Read normal on Flow to you, slow on 
Flow away. 


WILL - Read normal on Fiow to you, fast on 
Flow away around Nose. 


ex 


3l. 


in order to nave an 
(green) 


on and coming 


Same as "Slam" 


Lateral stes with outside 


X (CALL MADL BY OLB) 


cLa must be 


foot, let 


0-3 clear = Work upfield - You are 
Contain - Chase on plays away 


Same as "aig" 


hish 


- Coverage called 


Sd. -- 


END - 


In order το have an "X" 
on and coming (green) 


Same as "Slam" 
Same as S.E. 


Same as Sam 


Same as "siam" 


Contaia rusa 


WILL = Coverage called 


BANDIT (CALL BY INSIDE L8 WITH NOSE) (RUN STUNT) 


STRONG BANDIT Vs. RUN 1 WEAK BANDIT Vs. RUN 


C.P. = In order to have a Sandit strongside, C.P. - In order to have a 3andit weixs 


Sam must be in rush. Will must be in rus-. 
END - 4 technique. ENO = 4 technique. 
SAM = Penetrata near A Gap. WILL - Penetrate near A Gap. 
NOSE - Ringo technique. NOSE ~ Lucky technique. 
WILL = Normal read on Flow to (think outside} SAM ~ Same as WILL. 


unless guard on NT) = Fast read on 
Flow away (3 Gap). 


STRONG BANDIT Vs. 


C.P. = Sama as above. C.2. = Same as above, 


END = 4 technique < Contain rush (blue σαι) ENI ~ fame as š.Z. 


SAM ~ Penetrate near A Gap = inside rusher 
strong. 


WILL ~- Penetrate near A lan < si ie m 
Weak. 


NOSE ~ Ringo technique - inside rusher waak. 


LIT A - - 
MCSE = Lucky technizczue - 
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WILL > Coverage called. SAM = Coverace 545194. 


S.B. - Coverage called. 1.3. - Coverace zailled. 


STRONG Loop Vs. RUN 


hayo h. 


- OLB must be on and coming (green). 


= 6 technique. Normal Vs. 


= Penetrate 5 Gap = usa speed or slap 


upper cut technique. 


LOOP 


(CALLS BY OUTSIDE LB) (PASS STUNT) 


run. 


= Normal read - think inside. 


NG LOOP Vs. PASS 


= Rush upfield 2 to 4 steps and come 


inside behind End. 


~ Penetrate 5 Gap - use speed or slap 


upper cut technique. 
= Csverage called, 


WEAK LOOP Vs. RUN 


C.P. © OLB must be on and coming (green). 


cutback responsibility. 

= Penetrate 5 Gap ~ use speed or slap 
uppar cut technique - keep all runs 
inside = force responsibility. 


OLB = Start upfield = run Loop stunt e 
END 


WILL = Nozmal read = think inside. 


- 


CLS < Same as 3.L.B. 
END - Same as S.E. 


WILL - Coverage called. 
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N Solid bass Protection - Protection with offensive guards & center blocking defensive 
. solid cass rrorectrc 


linemen or linebackers aligned over them - Offensive tackles 


blocking defensive ends - Backs or Tight Ends b] 
linebackers. 


Siocking cutside 


Scun Fuss PrCtecticn ` Protection with quar? to PEN SLUG Linouoninco Inn r 5 
b 


Li cnly one L.B. blitzes, the guard will block him. I^ Loth eéB'Crs nliitz, the d 

: 4 ` abing ase Ww 
will block the ILB und the back or end will block the (18 or "lit", Allo thee Lieer 
will use solid protection. POM 
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SCAT PROTECTION 


Scat Pass Protection = Protection with guard to tight end side blocking ILB or OLB 

B 
If only one.L3 blitzes, the guard will block him. If both LB'ers blitz, the guard 
will block the ILB and the back or end will block the OLB or "Hot". All other blockers 
will use solid protecticn 


goc Hos 


SCUBLE SCAN PRCTECTICN 
————— L 


Double Scan Protection - Protection with both guards blocking ILB or OLB to his si 
If only one LB blitzes, the guard will block him. IE both L3'ers blitz, 
will block the ILB and the back cr end will block th 


the guard 
e OLB cr "Hot". All cther ` 
blockers will use solid protection. 


SLIDE PROTECTION 


Slide Pass Protection - Protection with line sliding tc tight end side or open side. 


The back away trom the slide side will have dual pick-up on ILB or OLB unless the end 
wheckhs, then he will only nave ILB. The tackle away from the slide side will use 
solid grotecticn. ` : 


PULL PROTECTION 


9 Pull Pass Protection - Protection with both guards pulling in the same direction 
—Vh É 


The guard pulling outside blocks OLB to ILB. The guard pulling inside blocks away Í 
to near ILB. Back away from pull side will block OLB (could be dual)- Back to pull 
releases.. C.P. = Both guards read OLB to pull side. 


FAN PROTECTICN 


Fun Pass Protection = Protection with guard and tackle Liccking rusher to their outside 
T —O —  —— < p 


The back to the fan side blocks the ILB. All other blockers will use solid protection 


SUB PROTECTION 


Sub Pass Protection - Protection with line blocking solid or uncovered lineman (u 
center) having pick-up on one of the ILB's. The backs or end will block ILB's un 
uncovered lineman has pick-up on OLB his side, then he has free release, 


4-2 (Solid Protection) 
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INDIVIDUAL ROUTES FOR "X" AND 59» 
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“Ald. ROUTES MAY BE UTILIZED ON BOTH THE RT. AND LT. SIDES 


κα «πρ. aranan < 


1. ulTCM - Release off line 4 steps, then plant outside foot 
τ stepping back one step looking toward QU quickiy 
u- for ball. 
à. SLANT - Raleass off line to depth σέ 6 to 8 ys. - plant outside 
foot and cut sharply to inside at 45 degree angle. 
3. POST - Release off line to depth of 12 to 14 yas. = plant outside 
foot and cut sharply to inside at 45 degree agnie. 
4 2-IN DEEP - Release off lina to depth of 12 to 14 yes. = weave 
(2105) three steps to insida then four steps outside to 


drive back inside and upfield loeking for ball ovar 
insida shoulder. 


5. CURL - Release off line to depth of 18 yas. = plant outside 
foot stepping back toward Q8; if open, stay in open lane, 
if not open, work to next insida open lane. 


6. CURL GO - Release off line head up - break it down at a depth of 
š 12 to 13 yds. - if defensive man «8 head up to inside 
shade, run Go route off of Curl move = Lf d.fensive man 
is head up to outsida, run Go route off of Comeback move. 


7. GO - 48 route where wa're trying to beat a man or dafense deep - 
the method of move will vary with individuals. 
8. . IN = Release off line to depth of 18 yds. - plant outside 
foot end cut sharply across the field, avoid gaining ground 
CENTER mpfield. 


$. 


18. 


PS 


Balansa off lina to depth of 6 to 8 yds. = plant 
inside foot and cut sharply to outside. 


Route adjustment versus funnel or bump and run 
coverage. Good head fake and false step to inside ` 
then release outside of defender on a go route. 


Talease off line to depth of 18 yds. preferably to outside 
of CIB end plant inside foot and coms back to tha outside 
at 4$ degree angle for ball. ‘Can be called at different 
depths. 


Bslease off line to depth of yas. e plant inside foot 
ead cut sharply to outside. Depth will wary according, 
to call. 


Bsloass cff line giving inside move similar to K-Routa - tc 
écoth of 10 to 12 yds. - get man turned inside and back to 
sideline outside at about the 15 to 18 yd. area. 


Salease off lins to depth of 8 to 10 yds. and break in on 
pest mawas on fourth stop in plant insida foot and break 
cut and upfield = read OMB to determined depth of break. 
Boat nan to inside bofore trying to coms out of the break. 


Falease outsiós and away from defender looking over inside 
caoulder = used mostly vs. cloud on zone defensa. 
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(TIGI? END 


Y-EZAÓS 


PLES 


HIDLI POUPES 


CUIL GO 


ILDIVICUAL ROUTES FOR "Y* 


Outside ralease, on second atap upfield plant inside foot 
and cut sharply to outside. E 


Run diagonal - look back at Q8, and turn it up sideline - 
looking over insida shoulder for ball. 


tha nama Ted is a short tarm meaning Tight End delay out 
= this routa will bs used mainly in short yardage and goa 
line situations. Deliver a good lick to the outside half 
of man over - keep stalemate and hold for two full counts 
© then delay out in the diagonal area and laterally with 
tha L.O.$. = locking for ball = you should be 2 to 4 yds. 
deep dapanding on the situation: (Ex.: F-236 Tad). 


Outside release to depth of 12 yds. and 4 yds. outside 
your alignment and hook it up to the outside. 


Read coverage whether to break outside or Hook. Depth of 
6-6 yards. Similar to H-Raad. 


Outside release, run to depth of 14 yds. plant inside foo 
and cut sharply to outside. 


7Tnsida or outside release, run to depth of 13 to 15 yds. 
and bend toward the area of the flag looking over outside 
shoulder. 


Inside or cutszide release, and simply sprint = or, can be 
eces kind of move to bsat a man dep. 


Hard outside release to a depth of 5 yds. and 4 yds. cute 
sida your alignment. Stop and cut sharply down inside - 
Cf Fun a swing in. 


Insiócas or outside release, run just like the Contar route 
except now wa want to hook it up in the open spot. 


Either inside or outside release to depth of 12 yds. give 
good curl move and go looking over inside choulder for ba. 


Inside or outside release - run to depth of 12 to 14 yds. 
plane cutsida foot and break at littla move than 45 dagre: 
angle to inside. 


Insids or outside release, running to depth of 14 yds. pl: 
outsida foot and cut sharply across tha field. Continua 
across field and avoid gaining ground upfield. 
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MX DOLE 


EOD 


CROSSING ROUTES 


MIDDLE ROUTES (Cont'd) 
[Aa ο mm dq 


Release inside underneath Linebeckars. Work upfield to 
dapth of 9 yards Hook over the ball. 


Insida release, look quick for ball, if ball doesn't show, 
continus with called pattern. 


Release inside underneath Linebackers. Stop in front of 
our weakoide Tackle at a depth of 7 yards. 


Inside release and upfield three steps, plant and run route 
to depth of 8 to 10 yards over offside OT looking for ball 
and gaining ground upfield. Depth ran way according to 
play called. 


.Tedi will be the nama for our Tight End delay inside. In 


most cases will also be used in short yardage and goaline 
situations. Deliver a good lick on man inside as if making 
a down block - don't allow penentration. Hold for two 

full counts - than dalay into your normal cross route area: 
(Ex.: F-136 Todi) | i 


Inside release - run post pattem - continue to far flag 
area. 
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Stronqside Combination Patterns 
Drawn up from Right Formation 
Between "Y" and ^2" 
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STRONGSIDE COMBINATION PATTERNS 
DRAWN UP FROM RIGHT FORMATION 
BETACE “YU AND "Z" 
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Etz=engside Combination Patterns 
Erzaxa up from Slot Formation 
bataan °X° and “z* 
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$trongside Combination Patterns 
kaw up froa Right Formation 
D  Tré$ > between "Y" and "3° 
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es STRONGSIDE COMBINATION PATTERNS 


4 DRAWN UP FROM SLOT FORMATION 
4 .. BETWEEN "X" AND "2" 
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WOLF DIVIDE 12 12 
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Flat Curl (7-0) 


Circle Q (610) 


X-Dalay 


sakside Combination Patterns 
Drawn Up from Right Formation 
batwsen "H3 and "x" 


Plat Slane (F-8) 


Circle K (CIX) 


| B-Flaq 


Circle Ia (CII) 
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DSTVIQUAL H8 AND FB PASS RUTYS 
πλ MEN REAPER m) 
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MEDIUM ROUTES 


ως. acesz οκ 2 = 
QUT. zu φας 
= 
O Doo 
2 Q 
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4. 


3. 


4. 


5. 


8. 
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11. 


12. 


13. 


14. 


13. 


SNEAK 


P= CROSS 


TYDIVIDUAL HB AND FB PASS ROUTE DESCRIPTION 


Run route looping away from L.O.S. (never more than 2 yards) 
^ tur upfield between numbers and sídsline = show Ca your Β' 


Run route between Y & Z or X & OT ~ 3 yards inside the fiumbe i 
over inside shoulder. 


Run route batween a medium and wide > get depth down the 
Sidaline as quickly as possible. 


Set to block = i£ your LB'er does not coms delay 2 count then 
take best release. Look for ball as you releasa - Hook up 
$-6 deep. ， 

Set to block for 1001, 1002 count release to LOS, take best 
release break toward for sideline on a flat angle to a 

point 4 yards deep over T.E. position. 


Ralease upfield to a depth of 5 yards break in toward the 
middle of the goal post on a 45 degres angle. 


Run route upfield to a depth of 6 yards break to Sideline 
ard dsepen to 7 yards. Hook up 6 yards from sideline facing 
Q3. (Quick Flat ia quicker and flatter (never deeper than 
2 yards across LOS) - look for the ball immediately). 


Run route outside OT = upfield to a depth of 8 yds. Hook 
up à yard inside numbers. 


Pun route outside OT like a CLOSE to drive LB'er back - at 8 
yda break to sideline gaining depth on slight angle. Look 
fcr ball over outside shoulder. $ 


Rum route cutside OT upfield like a CLOSE-shuffle and break 
off outside foot at 7 yards and come across hard toward 
Sideline. 


Run route outside OT upfield like a CLOSE-shuffle and break 
off outside foot at 7 yards and coms across hard toward sida 
line. 


Rum route outside OT upfield to a depth of 8 yards hooking up 
over Guard-Tackle araa. 


Run routa outsides OT or TE upfield like a Fan approach to a 
áspth of 10 yards and break outside hard for the sidelines. 


Run a deep Fen pattern 12-14 yards deep and break to Plaq. 


Run routa outside OT upfield to a depth of 8 yards bending 
in to ths post gaining depth. I 
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DZLAY 
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Run route outgida OT upfield lcoking over inside shoulder. 
This routa can be run off MLB. 


. Ran read route 6-7 yards: 


a) VS. Zona = hock it up at 7 yards 
b) VS. Man = break it outside at 7 yards 


Set to block = if your LB’er does not come - run delay 
route called. 


Can ba added to almost all cuta - Break to gcalline, looking 
over inside shoulder. 


All routes will be dasicnated as to LB'er pick ups or free 
release according to type of Pass Protection called!! 


RULES FOR RUSH BY COVERAGE 
(3 Linemen, ὁ Linebackers) 


[ STRONG 
BACKER - 


(Pro Formation) 
SAM 


WEAK 
COVERAGE BACKER 


ee "Bear, EE "erm — ών 
"TE || cover | ee s. 
5. Fire #0 .FOX [n ss Pee SERRE Q lo 


WILL 


Linebackers 
4. Stack #2 a Puas Dr Linebackers 
. Stack # Double | 
"+ 2 Man Cover . Cover Cover I Rush No Flow 
` . Stack #4 | Cover | Cover ΕΒΕ Linebackers 
wu Stack "Frisco" | 
(1 Back) Cover Cover Rush I Cover I I No Flow (1 Back) | 
10A. Reno μασ uz E Def. Backs 


| Key Blitz | Rush (4S,3W) Rush (4S, IW Key Blitz | 


ia. Lightning No Flow 
15. Tyrhooh (1 Back) σα Key Blitz] Key Blitz Cover | No Flow 
ve ne ον oe cover | cover fever. [ower | = ΓΣ 
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WEAKSIDE PLAY ACTION (78 ACTION) 


Ë3 #2 


Slant 115 Quick 135 Trap Pass 


Hl 
#2 


Weakside play action is defined as both backs going to the open side in a 
"ost teams combine their weakside running game with a combi 
We will detend these running plays with our normal defensiv 
passes will be defended by pattern recognition and norm 
78 action whether we are in a man/man or zone defense. 


pro ο ui 
nation of play acticn rassc 

e scheme. The play actic 
mal assignments regarding 


WEAKSIDE-PLAY ACTION 


Cover 3 Rcbber 


Cover 4 


BOOT PLAYS 


29054 


SUCKER BOOT (Run) I 


BOOT (Run) 


© R2 
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(Χ Out) LAG PASS (FB Flat) 


BCCT PASS 


iBoot) is defined as both backs going to the ticht end side in a oro Ic2rmaitic! 


and the quarterback attempting to break containment on tne cpen end side. 
combine their stronzside running game with the boot in order to control pursuit. 


Boot leg 
we 
will defend the Boot Run with our normal defensive scheme. The Boot Pass (and Lag Pas: 
‘will be defended by pattern recognition. 


C.P. - Boot is not Flow. 


BCOT PASS 
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1 BACK BOOT 


DEFENSIVE BACK FLOW RULES 


MAN/MAN PASS COVERAGE CALLS - 


"Banjo" - À man/man pass defense call telling 2 linebackers to play man/man on 2 
receivers based on their release. E, 
This call usually involves an insida linebacker and an outside linebacker 
covering a back and a tight end. Coverage is based on the tight cnd's release. 
Inside linebacker covers tight end inside release and outside linebacker cover 
tight end outside. l 
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"Lock" <= A man/man pass defense call telling 2 linebackers to play man/man on 2 
receivers regardless of their release. 


This call usually involves an insida linebacker and an outside linebacker 
covering a back and a tight end. Coverage is regardless of the tight end's 


release. Inside linebacker covers the inside receiver and outside linebacker 
covers the outside receiver. 
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MAN/MAN PASS DEFENSE TECHNIQUES 


l. TRAIL TECHNIQUE -᾿ A man/man pass coverage technique used by a cafender with deep 
y help. Defendar will trail receiver on inside shoulder and break 


”= underneath of racaivar's route. EET" 


A. Approach: OLB = Establish inside position on the offensive side of the. LOS. 
. Raduce the area between yourself and defensive end so that the 
\ back cannot release inside. 


| ILB + Take an inside/out angle that will allow you to junction the 
! . receiver as close as possible to tha LOS. Maintain inside position 
i through the junction so that the back cannot: release inside. 


B. Junction: At the junction, you must be under control. “He in a well-balanced 
position, knees bent, ready to run. If you have an opportunity to 
collision the receiver, jam him with your hands. Do not lunga. 
Maintain inside out position. If the receiver tries to release 
inside, destroy his route - flatten him down LOS. If the receiver , 
avoids you and releases outside, get into a trail position. 


^ oÈ O^ O oB 


C. Trail: A trail position is l-2 yds. behind receiver on his inside shoulder. 
Concentrate on the receivers hips, not his head. When 
* the receiver's hips turn, drive underneath of the route, 


still concentrating on receiver for at least the first 

two steps. 

C.P. - Also be aware of receiver's body lean, arm position 
tipping cut, and chopping of feet. 
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 MAN/MAN PASS DEFENSE TECHNIQUES (continued) 
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D. In Stride: 


` npr 


E. Deep Patterns: 


R 


F. Playing the Ball: 


Once receiver has made his final cut, drive on receiver to get 


in stride. The first two steps after his break are 

the meat important. Once you are in strido, take a 
quick look for the ball. If the quarterback is deliveri 
play the ball. If not, stay on your coverage for scram 
pattern. If you are not in stride after the break, 
continue driving on the receiver. Do not look back 

for the ball. Play the receiver, not the ball, until 
you are in stride. 


If the receiver has not given any indication of making a break 
by the time he gets 8 yards past the LOS, he is going 
deep. Accelerate and close the trail distance to * 
l yard. Play the receiver. 
C.P. - If the receiver breaks outside and deep (flag), 
work to his outside shoulder. 


8 
Ball 


(In Stride) = If you are in stride with the receiver and the 


(Strip Tecanique) ball is thrown you must make a judgement as to whether you have 


a chance for an interception. If you feel you can intercept, 

use both hands to catch the ball, If you are going for the 
Knockdown, use the inside arm (closest to the QB) to deflect tie 
ball. If you miss tha knockdown, use opposite arm to make tackle/ 
strip. 

Deep Patterns - Do not look back for the ball until receiver 
Starts catching motion or slows up. As you start to look back, 
Dring inside arm up first. Go for interception or use sorar tech. 
C.P. - Keep running as you lock. 


MAN MAN PASS DEFENSE TECHNICUES (continued) 


2. INSIDE TECHNIQUE = A man/man pass coverage technique used by a defendar with no 
. deep help. Linebacker will be on inside shoulder and even with 
* receiver as he moves downfield. 


A. Approach: Same ag trail tachnique. 
B. Junction: Sama as trail technique. 


C.P. - If the receiver avoids you and releases outside, Stay 
on his inside shoulder. 


C. Inside Position -As the receiver moves downfield, stay on his inside shoulder 
| and even with him. Concentrate on receiver's body lean. Wall 
off inside routes. Try to get in stride with receiver on outside 


routes. 
8 C.P. - Also be aware of receiver's arm position and chopping 
of feet. 
D. In Stride: Same as trail tachnique.. 


E. Deep Patterns: Maintain inside position and paly the receiver, not the ball. 
C.P. - If tha receiver breaks outside and deep (flag), work to 
his outsida shoulder. 


F. Playing the Ball: Same as trail technique. 


(Strip Technique) C.P. - No deep help. Be sure of interception. If in doubt, 
knock it down. 


MAN/MAN PASS DEFENSE TECHNIQUES (continued) 


3. KEY BLITZ TECHNIQUE = 


‘A. Approach: 


B. Reads: 


OLB = 


ILB - 


a) 
b) 


c 


|t 
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inside | | 


* tech 


rasa 


A man/man pass coverage technique used by a defender who is 
responsible for covering naar back man/man. Defender stares 
rush, but covers near back if the back releases his side on 
pass routes. " 


Start rush for inside leg of near back. (o..e hard for 2/3 
steps and key back. 

Start rush for near back. Come hard for 2/3 steps and 
key back. 

Back blocks you - hug. 

Back blocks another defender or goes away - rush. 


+ 
Back releases your side - cover him man/man using inside tech 
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σον PASS DEFENSE TECHNIQUES (continued) 
Ce ne 


σον 
E o. 
> ip TECHNIQUE . ~ A man/man pass defense techniuce in which 2 linebackers pla 
ké AMP ECHNISUVZI 了 
IN 4. — 5 in/out on l receiver. (back or tight end) 
Vs. ἃ back i ο. set or tight end 
A. Drop: OLB - drop outside and off designated recaiver, gat, depth and read 
E receiver's routa. 
I ILB = drop inside and off designated receiver, get depth and read 
i receiver's route. 
B. Pattern Read > Both LB'ers cover any route that splits coverage 
t = OLB covers stop pattern 
^ ILB covers any inside/close (away) pattern 
< OLB covers any outside/close pattern 
= ILB hugs vs. block by receiver 
C. Declared Pattern - τος receivers declares his pattern, linebackar responsible 4 
or the receiver will cover him through remainder of play, 
ας scrarble 
= the "free" linebacker in the clamp now locks to help on 
(inside) routes by next widast receiver 
VS. a back in fullback position (behind QB) 
OLB - use key blitz technique on back 
ILB - normal clamp technique 
C.P. = VISE TECHNIQUE = same as CLAMP for OLB (C.P.: hug all blocks by raceiver) 
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